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MODERN FANTASY BOOKS AND GAMES HAVE 
ROOTS IN TOLKIEN'S MIDDLE-EARTH 


by Joyce Greenholdt . 


ateny r S720a'$2 
“THE LORD OF THE RINGS” 


Part Theee 


QB bow ener ortaey Batarew Farcey i zresatecn 5 | etaret 
“THE LORD OF THE RINGS" THE LORD OF THERINGS’ ss |® 
Part Two 
The creators and players of all types of fan- 


tasy games, from collectible card games to 
role-playing to miniatures, owe a tremendous 
debt to writers of fantastic fiction. From the 
sword-and-sorcery adventures penned by the 
likes of Robert E. Howard to today’s best-sell- 
ing Harry Potter series by J.K. Rowling, these 
writers, and the worlds they've created, have 
inspired fans to re-create the settings in game 
form and to build their own fantasy worlds to 
play in. But no writer has had such a profound 
effect on fantasy — and by extension, our 
hobby — as J.R.R. Tolkien. 

Tolkien began creating the world of Mid- 
dle-earth after serving in World War I, and 
continued to expand his creation for the rest 
of his life. A scholar in early forms of the 
English language, Tolkien’s linguistic knowl- 
edge played a key part in his world-building, 
which included inventing languages for the 
denizens of his world, as though the stories 
that were eventually published had been trans- 
lated from some older original work. 

His first published fiction was The Hobbit, 
or There and Back Again. It was set in Middle- 
earth before the events chronicled in The Lord 
of the Rings trilogy, which was published in 
1954 and 1955. Most of the rest of his Middle- 
earth tales weren't published until after his 
death in 1973. It wasn’t until the mid-to-late 
‘60s that Tolkien’s works became hugely popu- 
lar, particularly in America. The novels 
became part of American popular culture, and 
especially struck a chord with the already 
existing fans of science-fiction and fantasy. 

At that time, gaming as a hobby consisted 
mainly of historical miniatures enthusiasts 
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and wargamers. Some began to experiment 
with adding fantasy elements to medieval- 
period games, leading directly to the creation 
of Dungeons & Dragons in the early ’70s and 
role-playing games as a whole new kind of 
game. SPI released an enormous War of the 
Ring boxed game in 1977 — essentially a 
wargame played on a hex map with die-cut 
cardboard counters. The map was of Middle- 
earth, and the units were the Orcs and Elves 
and other players from the books. You can 
still find copies of the game on eBay, but 
expect to shell out a hundred bucks or more 
if you want a copy. 

In addition, more people who were intro- 
duced to fantasy fiction by Tolkien’s books 


From hex-and-counter wargames 
to the latest videogame technology © 
(right), The Lord of the Rings and 
the world of Middle-earth has 
inspired game designers for decades. 


also went on to try other fantasy fiction, and 
many tried out the new fantasy games, as well. 
As gaming developed as a hobby, more and 
more fantasy worlds were created for all kinds 
of games. Virtually all of these worlds owe at 
least something to Tolkien’s creation and his 
methods of building an imaginary world and 
giving it substance and internal consistency. 
Less than 10 years ago, another new kind 
of game was introduced in our hobby — the 
collectible card game. Magic: The Gathering is 
set in the fantasy world of Dominaria, a world 
populated by humans, dwarves, elves, orcs, 
and other creatures even Tolkien never > 
envisioned. But it’s still part of his legacy. SS 
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GO ONLINE WITH 
LORD OF THE RINGS TCG 









by Tom Lischke 
Decipher Senior Game Designer 


Hankering for some late-night Cave Troll of 
Moria action? Can't find anyone to Hate at 8 
on a Tuesday morning? Frozen by Fear at the 
prospect of driving two hours for a DGMA- 
sanctioned tournament? Is the number too 
few for a good multi-player game? Help is on 
the way, for a new way to play draws near! 

Decipher and Worlds Apart Productions 
have teamed up to bring the magic of The Lord 
of the Rings Trading Card Game to your com- 
puter. Scheduled for release in the first quarter 
of next year, The Lord of the Rings Online 
Trading Card Game will expand your LotR 
TCG universe, offering opponents from all 
over the world, any time of day or night. 

The online game will consist of a single 
piece of software that includes an on- or off- 
line deck builder, a variety of means to facili- 
tate secure trading, and special collector and 
collection-management features for both your 
physical and digital cards. Best of all, the game 
will be playable on computers supporting both 
Windows and Macintosh operating systems. 

“One of our goals is a high degree of user 
customizability,” said Scott Martins, lead 
designer for Worlds Apart. “We're looking for 
as many ways as we can to give the player a 
choice for the initial launch, from playmat and 
card presentation to customizable culture- 
themed skins for the interface.” 


Plans include support for a 
variety of play formats, including 
unlimited-number multiplayer 
games, sealed-deck and booster- 
draft play, as well as special-event 
formats such as Highlander and 
Culture Shock. In addition to 
tutorials and strong support for 
new and casual players, you can 
look forward to high-end tourna- 
ment action with automated, 
around-the-clock tournament sup- 
port that integrates with your 
real-world DGMA rankings. 

The online game will feature 
full enforcement of the LotR TCG 
rules. Rules enforcement and 





management of gameflow serves a Preliminary screenshot — may not be identical to final product 


couple of purposes. It provides a 

great learning tool for new and intermediate 
players — the infrastructure for rules enforce- 
ment allows the software to provide visual 
cues as to what cards can be played or activat- 
ed during a phase, as well as highlighting 
valid targets for those cards. 

Martins added, “The automated modera- 
tion provided by the rules engine not only 
helps with being able to support online tour- 
nament play more efficiently, but also helps to 
decrease the impact that a grief player may 
have on your or my gaming experience.” 

The online version of the game will not 
only allow you to play the game against oppo- 
nents around the world, but will provide a ton 


of new features supporting the LotR TCG com- 
munity in general — including real-time 
celebrity and designer chats, special league 
play formats, online guild and clan support, 
team rankings, strategy articles, polls, and 
deck-building and deck-sharing utilities. You 
name it, there’s a good chance you'll find it! 

If you'd like to be a part of the develop- 
ment process, point your browser to 
http:/Notrtcg.decipher.com, the official develop- 
ment site for The Lord of the Rings Online 
Trading Card Game. Here you'll be able to sign 
up for the open beta testing, and stay 
updated on the latest development news. § 


LOTR COMES TO GAME BOY ADVANCE 


by Jason Winter 





“So there's this plain gold ring, and these 
short guys with hairy feet, and a dude with 
pointy ears who lives in the woods, and this 
bad guy who’ really nasty, but you never see 
him, and — hey, wait, where are you going?” 

Normally, trying to sell a videogame with 
that kind of pitch would get you nowhere. 
Fortunately, there’s no shortage of Game Boy 
Advance owners who'd love to get their hands 
on one specific product with that lead-in. 

Black Label Games/Vivendi Interactive's 
Lord of the Rings: The Fellowship of the Ring 
release for the GBA follows a different path 
from the more combat-oriented videogames hit- 
ting the market: It's a straight role-playing 
game, more like Final Fantasy than Diablo. 

You start, as expected, with Bilbo’s birthday 
party in the Shire, and the dialogue of the event 
is faithful to the book (“ProudFEET!”). After 
the usual Ring-related shenanigans with Bilbo, 
you take control of Frodo as he begins his 
quest, accumulating his Hobbit brethren in the 
Shire and the complete fellowship later on, pro- 
gressing through familiar locations all the way 
through to the end of the game. 





As mentioned, play is like a typical RPG. 
You take in the sights of Middle-earth, battling 
nasties, solving puzzles, and enjoying the famil- 
iar storyline. Combat is turn-based, with com- 
mands for attacking, using items, special 
actions, and running away. The backgrounds 
are gorgeous and make full use of the GBAs 
capabilities. Having access to the entire fellow- 
ship (though not initially — and Hobbits make 
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lousy fighters) is a plus, as is the game's faithful 
dedication to episodes from the book that did 
not appear in the movie (such as the encounter 
with Tom Bombadil). 

The game is not without flaws, though. 
Apart from the dreaded “Moria glitch” (the 
game tends to crash when you reach the 
entrance to Moria), there are other, less cata- 
strophic faults. The music, while pleasant, fades 
in and out for no discernable reason; combat is 
slow, as monsters walk (and I do mean walk) 
up to your characters to attack them; and even 
with a knowledge of the books, figuring out 
what to do next can be a chore (trying to find 
the willow withies will drive you crazy). An 
errata sheet accompanies the rulebook, with the 
most disturbing entry being the warning about 
page 21 (which lists Gandalf’s spells): “These 
spells do not appear in the game.” Ouch. 

If you're a Lord of the Rings fan who simply 
must own everything, you'll want to pick up 
this game. It’s also a good substitute if you’re 
not interested in the hack-and-slash nature of 
other LotR video-game releases, The rushed- 
out-the-door feel is discouraging, but if 


you have the patience, there’s a decent 





game under it all. 


by Joyce Greenholdt 





Games Workshop isn’t the first company to 
produce miniature figures based on The Lord 
of the Rings (though you'll have to look hard 
to find the older figures from Prince August's 
Mithril Miniatures line). But GW’s line offers 
more than just the plastic and metal models 
— you can re-create all the critical battles 
from the movies on a tabletop, and see 
whether your generalship of the forces of good 
or the minions of the Shadow can win the day. 

There's already a basic Fellowship of the 
Rings game set plus a whole range of addition- 
al blister packs and boxes featuring the main 
characters, troops, and monsters from the first 
movie. This month, Games Workshop begins 
releasing The Two Towers range, starting with a 
new $40 basic set containing an updated and 
expanded 160-page rulebook, a dozen Riders 
of Rohan, 20 Uruk-hai figures, a ruined build- 
ing, and dice. 

If you've already played the Fellowship ver- 
sion of the game, you'll find that The Two 
Towers contains additional rules for cavalry 
troops and siege battles. The list of forces 
available to each side has grown considerably, 
of course, with all the new characters intro- 
duced in the second part of Tolkien’s epic join- 
ing the fray. 


Some assembly required 

If you haven't played this game before (and 
you're not familiar with the general run of 
miniatures games), the first thing you need to 
know is that, before you can set up any large- 
scale battles, you'll have to invest some time 
cutting the various plastic parts off of their 
sprues, assembling the bits, and gluing the fig- 
ures to their bases. That's the minimum — 
those cool-looking paint jobs and battle- 
ground scenery require even more time and 
practice. The modeling part of miniatures 
gaming can be a hobby all of its own, and a 
very enjoyable one, at that. 

It's a bit like playing CCGs — you're 
rewarded for spending additional time build- 
ing and tweaking your deck, 
and studying lists of cards, 
but that’s time you don’t 
spend playing the game. In 
the case of miniatures, there 
is virtually no limit to the 
amount of time you can put 
into painting and customizing 
and building cool battlefields 
for your figures to fight on 
(check out the breathtaking 
construction of Helm’s Deep in 
30mm scale near the back of 
the rulebook). 

You don’t have to be able to 
paint like the GW staff to have 
fun with the game. Once you 
have the figures mounted on 
bases, it’s time to start thinking 
strategy. The rules are simpler 
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Painted examples of some of the models included in the Heroes of Helm’s Deep boxed set. The 


box contains eight metal figures and has a suggested retail price of $40. 


than in most of GWss other games, while more 
involved than WizKids’ click-base games. 
Each turn, both players move their figures. 
Then figures with ranged weapons may shoot, 
and finally, figures in base contact with enemy 
models fight. Both ranged and hand-to-hand 
combats are resolved with die rolls: the 
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first to hit, the second to see if your hits cause 
a wound. Most ordinary troops are taken off 
the table after one wound. 

In the case of hand-to-hand fights, only 
the winning side of the fight gets a chance to 
inflict wounds, so in most cases, you’re much 
better off attacking a single 
enemy model with two or three 
(or more) of your own, even if it 
means leaving other enemy mod- 
els untouched that turn. 
Concentrating your efforts in this 
way gives you a better chance to 
win the fight, and even the might- 
iest hero can eventually be worn 
down by a swarm of squibbly little 
Moria Orcs. For that matter, if 
your good guys are taking on a 
cave troll, they're going to need all 
the help they can get! 

Miniatures gaming isn't a 
hobby that suits everyone's 
tastes, but anyone who ever had 
their action figures “fight” each 
other over the landscape of the 


living room may want to S 


give it a try. 


WIN AS A TEAM IN 
THE LORD OF THE RINGS BOARDGAME 





by Alfredo Lorente 


The Lord of the Rings trilogy has inspired 
several games. Most concentrate on the action 
sequences and ignore the themes in Tolkien's 
books — until now. Fantasy Flight’s Lord of the 
Rings boardgame, created by talented and pro- 
lific designer Reiner Knizia, touches on the 
themes of loyalty and self-sacrifice that are cen- 
tral to Tolkien's trilogy. Knizia boldly did some- 
thing else almost unheard of — he eliminated 
competition from the game. Instead of compet- 
ing against a friend, two to five players form 
their own fellowship that opposes the game 
system. 

Each player represents a Hobbit. The game 
includes a master board and two double-sided 
adventure boards, representing Moria, Helm's 
Deep, Shelob’s Lair, and Mordor. Each adven- 
ture board emphasizes different activities — 
travel, stealth, or fighting. As you advance 
through each adventure, you collect life tokens 
representing your resistance to the corrupting 
influence of The One Ring. As the game goes 
on and the Hobbits get closer to Mount Doom, 
the trip gets harder. 

As the Hobbits lose their innocence, they 
(literally) move closer to Sauron. Sauron can 
also encroach on the fellowship, and whenever 
a Hobbit and Sauron share the same space, that 


Hobbit is lost to the evil darkness and that 
player is eliminated. An eliminated player can 
still advise the rest of the fellowship, but has no 
more cards to contribute to the quest. Worse, if 
the Ring-bearer and Sauron ever meet, Sauron 
gains control of the ring and Middle-earth is 
doomed — everyone loses. 

The game revolves around card manage- 
ment. Cards represent characters and items 
from the books, and every card is valuable. 
Sometimes, the only safe thing to do is allow 
one Hobbit to draw closer to Sauron, so the 
others can keep moving towards Mount Doom. 
The gameplay adds to the atmosphere — each 
card played is another step in the long journey, 
but what really transports you to Middle-earth 
are the beautiful illustrations by John Howe, 





who has brought life to much of Tolkien's uni- 
verse with his splendid artwork. 

Fantasy Flight and Knizia have created two 
expansions for the game. Friends & Foes adds 
two new adventure boards (Bree and Isengard), 
21 new cards, and a collection of friends and 
foes (of course) to help or hinder you. The sec- 
ond expansion, Sauron, allows you to compete 
against another player. Here, one player takes 
over the game system and actively opposes the 
fellowship in its trek through Middle-earth. 

If you are looking for a game as deep as the 
books, your journey is over. Lord of the Rings 
takes you to Middle-earth and demands you 
work together and even sacrifice for the 
common good. That is a rare thing in a 
boardgame and a welcome treat. 


CONFRONT SAURON AND HIS MINIONS 


AY J ason Winter 





For gamers looking for a more traditional 
Lord of the Rings board game, Fantasy Flight 
also has The Confrontation, a two-player strate- 
gy game in which one player controls the forces 
of good and the other controls the forces of evil 
in a strategic battle over the landscape of 
Middle-earth. 

The Confrontation, like its Fantasy Flight 
brethren, is also designed by Reiner Knizia and 
wonderfully illustrated by John Howe. Each 
player takes control of nine characters, ranging 
from Frodo, Gandalf, and the rest of the fellow- 
ship for the Good player, to Saruman, the 
Balrog, Shelob, and other baddies for the Dark 
player. Players set up on opposite sides of the 
board (with the Misty Mountains in the mid- 
dle) and take turns moving one character for- 
ward. Characters appear on only one side of the 
upright pieces; only their owner knows which 
character is where. 

When characters meet, they battle. Each 
player has a hand of nine cards, some with 
numbers up to six and others with special abili- 
ties. In a battle, each player selects one card 
and plays it face down. The cards are then 
flipped and the characters are revealed. Any 
special abilities (on the cards or on the battling 
characters) take effect, and, if the battle contin- 
ues, any number on a player's card is added to 


the strength of that player's character. The los- 
ing character (both, in case of a tie) is removed 
from play. Each card is used once, then discard- 
ed (though the cards are recycled after all nine 
are used). 

To win, the Dark player must move three 
characters into the Shire (the space farthest 
from his starting position) or kill Frodo. The 
Good player wins by moving Frodo to Mordor. 

Because characters are hidden from the 
opponent (reminiscent of the classic Stratego), 
you can never be quite sure if that’s an Orc or 
the Witch-king bearing down on you. 
Combined with the strength cards, the game has 
a high strategy element, but it’ still different 
every time you sit down to play. While some 
strategies are obvious, it's chancy to assume too 
much. Boromir, for instance, can kill any char- 
acter (taking himself out in the process) — 
unless the Dark player plays a Retreat Sideways 
card or fights him with the Warg, which 
cancels an opponent’ game 
text. The Dark player has a 
card that cancels the game 
text of an opponents card, 
and the Light Player can 
cancel the strength number 
of a Dark Player's card. Other 
cards let you play already- 
played cards from the discard pile, 
and sometimes it’s a good choice to use a 
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weak strength card and sacrifice a character to 
save your powerful card for later. Despite simple 
rules, the strategies and counterstrategies drive 
the game, and you can easily find yourself being 
too smart for your own good. 

Lord of the Rings: The Confrontation is a solid 
two-player game that takes 20-30 minutes to 
play. It's not overly complex, but it’s far from a 
beer-and-pretzels game. It's a great combination 


of skill and bluffing that’s as entertaining esa 


as any Rings-based game out there. 
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by. Matthew Colville 


Introduction 


“Wargs And Worse” is a mini adventure for 
The Lord of the Rings Role-playing Game by 
Decipher. It is designed for a group of four 
characters of between three and seven advance- 
ments. All a Narrator (referee) needs to use this 
adventure is a forested area and a small town 
that lies nearby. This adventure could easily be 
played in an hour or two, or expanded to take 
up a whole session’s worth of play. The infor- 
mation in this adventure is for Narrators only; 
if you're a player, stop reading now! 


Synopsis 

This adventure takes place near the human 
village of Haver. What kind of men dwell 
there depends on where your chronicle is set. 
Haver is small enough to occur almost any- 
where: near Dale, Eregion, Rhudaur, or any- 
where men dwell that might reasonably have a 
small forest nearby. 

The road the characters are following takes 
them through a small forest in which they must 
camp for the night. They are attacked by three 
wargs that evening. The next day, the group 
reaches the Haver and meets the local residents. 
The people are welcoming, but worried. In the 
past several weeks, many trading caravans have 
been attacked by wargs; some were turned back 
or killed, and the town’s meager economy has 
suffered. If nothing is done to stop the wargs, 
the townsfolk will be forced to leave their 
happy homes and journey to a larger city. 
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Unbeknownst to the townsfolk, one of their 
own is responsible for the attacks. Harthol, the 
trapper and ranger, was bitten by a werewolf 
two months ago and succumbed to its horrible 
curse. Since then, Harthol has commanded the 
wargs and acted as their pack leader. His wargs 
attack anyone who enters the forest, and once 
the traders stop coming to Haver, he'll have his 
wargs begin attacking the townsfolk. 

Being heroes, the characters should offer to 
help the townspeople. Harthol, knowing the 
heroes will want to investigate, offers to help 
them. He knows the woods and can help the 
heroes find the wargs’ lair. He plans to lead the 
heroes to the wargs’ lair as promised, then 
change form and attack the heroes in concert 
with the wargs. He will then return to the town 
and report the death of the noble heroes who 
laid down their lives in vain. 

Its the heroes’ job to stop Harthol. They'll 
get the opportunity to do so, of course, when 
he reveals himself. But that opportunity comes 
with a price — Harthol has the ability to infect 
the heroes and turn them into werewolves as 
well, leading to further adventure as the heroes 
search for a cure. 


Rewards 

Characters in the LotR RPG are rewarded 
for accomplishing the primary and secondary 
goals of the adventure. They also receive story- 
based awards for fulfilling the specific goals of a 
scene, as well as smaller rewards for succeeding 
at skill tests. 

The primary goal of this adventure is to 
thwart Harthol, the werewolf. There are no sec- 
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ondary goals. If the players succeed in defeating 
the werewolf, the group receives 1,000 points 
to be divided evenly amongst the characters. If, 
in the second act, they guess that Harthol is not 
what he seems, they gain another 500 points to 
split amongst themselves. These rewards pre- 
sume there will be a great deal of combat 
against the wargs. As a result, experience 
should not be rewarded for successful attack 
tests. But any non-physical skill tests (invloving 
Wits, Bearing, or Intellect) the characters suc- 
ceed at that help move the story forward or 
make things more dramatic should be rewarded 
as per the rules on page 277 of the Lord of the 
Rings RPG Core Book. 


Act I: On the road to Haver 

For this adventure to work, you need a rea- 
son for your players to be traveling through 
Middle-earth. Once you've set that up, the for- 
est patrolled by the wargs can loom before the 
characters one afternoon. You may want to give 
the heroes a reason for journeying to Haver, 
perhaps something they have to deliver or 
acquire. Perhaps a journeyman encountered the 
wargs on the way to Haver and turned around. 
The heroes hear his tale in a tavern and set out 
to make things right. Perhaps one of the char- 
acters knows someone in Haver and they’re 
journeying to meet him or her. Whichever 
method you use, it’s important that the heroes’ 
journey requires them to travel through the for- 
est to the town — not simply enter the forest, 
kill the wargs, and leave. 

Begin by reading the following to the players: 










As your journey continues and the after- 
noon wears on, you see a small forest on the 
horizon. The road seems to disappear within 
the thick wood. 


The question here is: do the players contin- 
ue through the forest, camping there for the 
night? Do they camp well outside the forest 
and wait to cross during the following day? Do 
they skirt the forest entirely and journey to 
Haver without ever entering the forest? 

Players are a wily bunch and the heroes will 
likely suspect that something interesting is 
going to happen in the forest. But this is 
Middle-earth, and their characters are weaving 
a great legend. Heroes are courageous and 

valiant and think nothing of plunging into a 
waiting wood to see w hat fell beasts lurk with- 
in! If the players decide to avoid the forest and 
the challenges it brings, lower the experience 
total from 1,000 for this adventure to 900 to 
reflect the characters’ unheroic behavior. 

The road continues through the trees. The 
forest itself doesn’t seem remotely threatening. 
The trees are healthy, the occasional squirrel 
can be seen scampering among the branches, 
and the song of birds can be heard. Characters 
with Beast Speech may want to talk to the crea- 
tures of the wood. If so, the creatures are forth- 
coming and interested in talking to the heroes. 
They can tell the characters that wargs now 
dwell within the forest, but they can’t lead the 
heroes to the wargs lair. Characters forewarned 
against the presence of the wargs will not be 
surprised when battle comes! 

Attacked by the wargs. Most groups of 
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heroes will need to camp for the night. Elves 
do not suffer from weariness the way men and 
dwarves do. If the party consists entirely of 
Elves, then the attack happens while the party 
is traveling through the woods at night. If the 
party skirts the forest, modify the text below 
to suit the circumstance. Otherwise, if the 
party camps in the woods, read the following 
to them: 


The forest is warm and the trees provide wel- 
come shelter from the elements as you make 
camp and prepare dinner. The creatures of the 
forest slowly cease their chatter, midnight 
approaches, and sleep beckons you. Do you pre- 
pare watches for the night? 


If they don’t, the wargs will easily get the 
drop on them. If the heroes talked to the beasts 
of the wood and know the wargs are about, 
then they're not surprised when the wargs 
attack, and initiative tests are made as though 
everyone were awake and ready. If they all 
sleep and no one takes watch for the night, 
then the heroes are awakened by the wargs 
gnawing on them. The wargs get two free 
rounds of attacks before initiative tests are 
made. Otherwise, the character or characters on 
watch must make Observe (Hear) tests against 
a IN of 15. Success means the characters are 
not surprised and initiative tests are made as 
normal. Failure means the characters are sur- 
prised and the wargs get one free round of 
attacks before initiative is made. Use the stats 
for Harthol’s warg minions under “Enemies.” 

The wargs circle the heroes’ camp just 
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beyond the circle of light cast by 

their campfire. They attack from three direc- 
tions, all at once. They fight until reduced to 
Near Death, then flee. Once the battle is 
over, the heroes face no more difficulties 
during the night, and can continue to Haver 
in the morning. 


Act Il: Welcome To Haver 
Haver is a small town of roughly two dozen 
families. The town is exclusively human and 
relies on trade for most of its dry goods, and 
hunting for its meat. There's a smith, a tanner, a 
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stable master who tends the six horses owned 
by the townsfolk, a tavern that doubles as the 
trade-goods store, and several farms. 

The town council is made up of the town’s 
most prosperous and influential men. The 
smith, Brendamar, is the town’s leading elder. 
After the townsfolk greet the heroes and 
invite them to eat and drink in the town’s tav- 
ern, the tanner, Galoth, tells the players about 
the wargs. 

Galoth, Brendamar, and the rest of the 
townsfolk are gruff, earthy folk: simple, plain- 
spoken, and hardworking. Each is heavily mus- 
cled from long hours of work and many are 
deeply tanned from working outside all day. 
The women are fair but hardy, and capable of 
doing any work that needs be done to help the 
town prosper. 

Galoth describes Haver'’s problem. Read the 
following to the players. 


“Wargs! They plague our town. Oh, no direct 
attacks on the townspeople. They're too smart to 
try and attack us in our homes where we'd 
swarm them and rid the earth of their foul 
stench. No, they hide in the forests, waiting for 
an unsuspecting tradesman or travelers such as 
yourselves. Then they spring on them unaware 
and kill them, or drive them away. Either result 
spells doom for our town. We cannot survive 


ENEMIES 


There’s only one intelligent enemy in 
this adventute: Harthol the werewolf. He 
used to be Harthol the trapper, but since he 
was bitten by a werewolf two months ago, 
he has been corrupted by Shadow. Now he 
willingly hunts other humans and delivers 
them to his warg minions. 


Harthol the werewolf 

Description: Harthol is a tall, thin 
human male. He wears brown and red 
hunter's garb with a long cloak and 
longsword strapped to his side. His face is 
lean and rugged, covered in a thick brown 
beard that matches his long brown hair. He 
looks gruff and gives the impression he 
might be harsh and unkind. Once he starts 
speaking, however, he’s surprisingly outgo- 
ing and friendly. 


Attributes: Bearing 9 (+1), Nimbleness 9 
(+1), Perception 9 (+1), Strength 11 (42), 
Vitality 11 (+2), Wits 6 (+0) 

Reactions: Stamina +4, Swiftness +4, 
Willpower +2, Wisdom +1 

Size: Large 

Health: 14 (2 levels Healthy) 

Skills: Armed Combat: Natural Weapons 
(Fangs) +8, Armed Combat: Blades 
(longsword) +6, Intimidate (Fear) +6, Jump 
+6, Language: Warg-Speak +4, Observe 
(Smell) +7, Run +7, Stealth (Sneak) +9, 
Survival (Mountains) +6, Track (Scent) +5 

Animal Kinship: Any attempts a were- 
wolf makes to befriend animals — including 
any attempt to ride a horse or other beast of 
burden — suffer a -4 test result penalty 
unless the beast is a warg. In that instance, 


without trade. If the attacks continue, we'll be 
forced to uproot ourselves from our homes and 
journey to a larger, safer place. Leaving every- 
thing our people have worked to build these 
past several generations.” 


Galoth does not immediately ask the heroes 
if they will help. He’s hoping they'll exhibit 
valor and compassion and offer to rid the forest 
of the wargs themselves. Before offering aid, the 
players may want to ask Galoth some questions 
about the circumstances surrounding the 
attack. That opens up the perfect opportunity 
for Harthol to offer his aid. 

Harthol is the town’s hunter and trapper. 
Since the wargs came a month or so ago, all the 
game animals have been scared away and hunt- 
ing has been impossible. Further, Harthol is not 
a hero and does not want to venture out at 
night to hunt, for fear the wargs will attack. 
The townspeople share Harthol’s concern and 
don’t want him to sacrifice himself for no rea- 
son. They're well aware that their hunter isn’t 
strong enough to take on three wargs on his 
own, and none of them have the skills neces- 
sary to aid him. They view Harthol’s reluctance 
to venture into the forest as a reasonable man’s 
reaction to dangerous times. They have no idea 
that Harthol is, in fact, the leader of the warg 
pack and bent on the destruction of the town. 


the werewolf gains a +4 test result bonus 
instead. 

Cursed Infection: If a Werewolf draws 
blood from a target with tooth or claw, the 
victim may become infected by the were- 
wolf’s curse. A TN 12 Stamina reaction test 
is required to stave off the initial infection. 
If this fails, the victim becomes feverish and 
takes 2d6 points of damage. At the end of 
each subsequent hour, the target must make 
a TN 12 Willpower reaction test to resist the 
curse itself. Those who fail suffer another 
2d6 points of damage. 

If the victim reaches zero Health in this 
manner, he or she becomes a werewolf. At 
that point, he regains full Health and the 
fever abates. He also automatically gains 
one point of Corruption. 

A cursed victim involuntarily transforms 
into its beast-shape each time the full moon 
rises and must remain in that form until the 
moon sets. During this time, the victim is 
not in control of his actions. Each time the 
victim becomes a beast, he must make a TN 
12 Willpower test to resist Corruption. 

A victim can be cured of the curse, but 
this requires a successful TN 30 Healing 
test. 

Dissolution of Death: The body of a 
slain werewolf dissolves into mist. 

Fangs: A Werewolf does 2d6+2 damage 
with its fangs. 

Skinchanging: A Werewolf can change 
shape between person-form and wolf-form, 
just like the spell Mastery of Shapes. As a 
person, he often has wolf-like characteris- 
tics: a lupine face or manner, grey hair, or 
the like. 
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Harthol eagerly welcomes the heroes’ pres- 
ence and gives every indication that he wants 
to help. He views the heroes’ presence as the 
opportunity the townspeople have been waiting 
for to rid themselves of the danger plaguing 
their village. Harthol is very convincing — he’s 
ready to go and he knows the area better than 
anyone. He tells the characters that the wargs 
must have a den and if they have a den, he can 
help them find it. 


Act Ill: Werewolf in sheep’s clothing 


Harthol offers to help the characters and, 
once they're ready, he leads them into the for- 
est. This is the last part of the adventure and 
presents the heroes with their greatest chal- 
lenge: defeating three wargs and a surprise 
attack from a werewolf. 

Harthol is cunning and intelligent. He 
wants to leave during the day because wargs 
hunt at night. He gives every indication that 
he’s on the heroes’ side and is going to help 
fight the wargs. He knows exactly where the 
wargs’ den is, and uses that knowledge to con- 
vincingly pretend he’s following the wargs’ trail 
back to their den. He claims to lose the trail at 
least once. The characters might have sufficient 
ranks in Track to follow the wargs themselves. 
Finding traces of the wargs requires a Track 
(Warg or Wolf) test against a TN of 15. Success 


Harthol’s warg minions 

Harthol has three wargs he’s befriended 
using his Animal Kinship ability. They don’t 
serve him out of fear or because he’s super- 
naturally controlling their minds. He has 
simply convinced them it is in their best 
interest to work with him. So far, the 
arrangement has been extremely beneficial 
to the wargs, who've received a steady diet 
of man-flesh to feast on since Harthol began 
leading traders and unsuspecting visitors 
into the village. 

The characters have two encounters © 
with the wargs, one in the forest leading to 
Haver and one in the warg’s den itself. In 
each case, the heroes face exactly three 
wargs. If the heroes kill all the wargs in the 
first encounter, they face three more wargs 
in the second encounter. If the heroes fail to 
kill the wargs in the first encounter, they 
still face three wargs in the second 
encounter. 


Attributes: Bearing 8 (+1), Nimbleness 8 
(+1), Perception 9 (+1), Strength 10 (+2), 
Vitality 10 (+2), Wits 4 (+0) 

Reactions: Stamina +4, Swiftness +3, 
Willpower +1, Wisdom +0 

Size: Medium 

Health: 12 

Skills: Armed Combat: Natural Weapons 
(Fangs) +6, Intimidate (Fear) +5, Jump +5, 
Language: Warg-speak +4, Observe (Smell) 
+6, Run +9, Stealth (Sneak) +9, Survival 
(Forest) +5, Track (Scent) +4 3 

Walk: 12 yards 

Fangs: A Warg does 2d6+2 points of 
damage with its fangs. 





means the heroes can find the wargs’ den with- 
out Harthol’s help (who will still show up later 
in the wargs’ den). 

The den is a small cave set into an out- 
cropping of rock in the forest. There are bones 
and other evidence of the wargs’ presence, as 
they are not subtle animals and take no care to 
hide their existence. The cave has one 
entrance, a tunnel roughly 10 feet across, 
which runs for 15 feet before opening into a 
roughly circular room 30 feet in diameter. 
Harthol is reluctant to enter the cave, but is 
willing to face his fear because of the presence 
of the heroes. In fact, he mentions that they 
are mighty warriors, and he is but a simple 
hunter and may likely be killed in the coming 
battle (but dying in their company would be a 
fine end to his tale). Of course, he’s hoping 
they'll say “No, no! You stay here — leading 
us to these foul creatures is duty enough.” If 
the heroes suggest Harthol stay behind, he 
gladly does, entering the fray on the wargs’ 
side in the third round of combat. If the 
heroes want Harthol with them, he’ll come. 

Inside, the three wargs are sleeping. The 
heroes hear the wuffling and snuffling sounds 
of sleeping wargs. But wargs are wild beasts 
and, unlike men and dwarves, wake easily 
when their den is disturbed. Once the heroes 
enter the den proper, the wargs wake and 
attack! 

Neither side has the opportunity to surprise 
the other. The wargs recognize Harthol and will 
not attack him. He, however, will feign attack- 
ing the wargs, appearing to miss (as a poor 
hunter might do against mighty wargs) until 
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the third round of combat, when he reveals 
himself as a werewolf, and attacks the heroes! 
Read the following to the players. 


Harthol stops his attempts on the wargs and 
sheds his cloak. His features change, assume a 
wolfen aspect, and his eyes narrow and flash 
red. “You make things too easy,” the werewolf 
says. “You are so typically trusting. And now my 
minions will feast on your flesh, and your tale 
ends. And the weak, craven people of Haver are 
none the wiser!” 


Harthol attacks the heroes, hoping to 
scratch them with his claws or fangs and trans- 
mit his Cursed Infection. When Harthol is 
killed, he leaves no body behind; rather, his 
corpse dissolves into mist (thanks to 
Dissolution of Death). Once the combat has 
ended, presumably with the heroes victorious, 
they must return to Haver and tell the towns- 
folk that though the wargs were killed, their 
friend Harthol had become a werewolf and had 
to be slain. The Heroes have no real under- 
standing of why or how Harthol became a 
werewolf, but the townsfolk can put it togeth- 
er: Two months ago, Harthol returned wound- 
ed from a hunt and, from that point forward, 
he stopped hunting. Shortly thereafter the 
wargs came. 

The death of Harthol and the return of the 
heroes to Haver marks the end of the adven- 
ture. If any of the heroes were infected with 
Harthol’s cursed infection, they need healing 
— more healing than anyone in Haver can pro- 
vide, and thus this short adventure leads to 
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others, as the characters must seek out a healer 
to banish the influence of the werewolf from 
their comrade’s body. Of course, the healer 
won't do such a thing for free — he'll want 
something in return. 

The adventure continues ... 








New to RPGS? Look for The Lord of the 
Rings Roleplaying Adventure Game. It includes 
a 32-page “Through the Mines of Moria” adven- 
ture, a 24-page “Welcome to Middle-earth” book- 
let, maps, counters, and character sheets for all 
nine members of the fellowship of the Ring! 
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DECK BUILDING MADE SIMPLE 





by Steve Horton 


In The Lord of the Rings TCG, winning or 
losing often depends on whether your deck 
has a key counter card, is tuned enough to get 
to the cards you want, or has a good speed 
factor, enabling you to cycle cards quickly. It’s 
important to know the rules of deck building, 
what format you're playing in, which cultures 
you want to play with, what theme you’re 
going for, and how large you want your deck 
to be. Many of these concepts are related — 
the Moria culture lends itself to larger deck 
sizes, for example. Once you have these con- 
cepts down, building a deck of your own 
should be a simple matter. 


DECK-BUILDING RULES 


Before getting down to the nuts and bolts 
of deck building, there are a few key rules 
you have to know about LotR. Compared to 
other CCGs, LotR’s deck-building rules are 
quite simple. 

You must play with at least 60 cards in 
your draw deck, with no maximum, and an 
exactly equal number of Free Peoples and 
Shadow cards. 

You may only have four copies of any one 
card title in your draw deck, ignoring subti- 
tles. To use an example from the Deluxe 
Rulebook, if you have three copies of Aragorn, 
King in Exile in your deck, you could include 
only one copy of Aragorn, Ranger of the 
North, for a total of four copies of Aragorn. 

You may not include any copies of The 
One Ring in your draw deck. You choose any 
version of The One Ring and any version of 
Frodo to start the game with; these two cards 
are separate and are not considered part of 
your deck. But, this means you may only 
include three Frodos in your draw deck. The 
starting Frodo does not count against your 





Free Peoples total. 

Sites go in the Adventure Deck, a separate 
deck made up of one site for each of the nine 
site numbers. 


CHOOSE YOUR BLOCK 


Before building your deck, you'll want to 
decide what format you want to play in. Often 
this will be dictated by the tournament you're 
preparing for, the league you're playing in, or 
your playing group’s preference. The three 
“blocks” in the game, as of the release of The 
Two Towers, are: 

Fellowship Block. This includes cards and 
sites from The Fellowship of the Ring, Mines of 
Moria, and Realms of the Elf-lords. 

Two Towers Block. This block currently 
includes cards and sites from The Two Towers 
base set only, but will eventually include cards 
from the next two expansions, Battle of Helm’ 
Deep and Ents of Fangorn. 

Open. This format allows cards from both 
the Fellowship Block and Two Towers Block, 
except that all sites must come from the Two 
Towers Block. 

Eventually, there will be a Return of the 
King block, and the Open Block will change to 
allow only sites from the most recent block. 


ONE-ON-ONE OR MULTIPLAYER? 


Most sanctioned tournaments are one-on- 
one duel format. This format lends itself to a 
smaller deck size and fewer specialized 
counter cards. There are several cards, 
including Cast It Into the Fire! from Realms 
of the Elf-lords, designed for the multiplayer 
format, which might not be worth including 
in a duel deck. 

Once in awhile, you'll find a multiplayer 
tournament in your area, and several league 
stamp choices require you to play multiplayer, 
but most of your multiplayer gaming is going 
to be in friendly play. In this format, which is 
ideally three to five players but theoretically 
has no maximum (a recent tournament at Gen 
Con UK boasted 27 players!), your deck size 
needs to be adjusted. With all the extra 
regroup phases between your turns, you will 
run out of cards in a 60-card deck quickly. A 
larger deck size means you'll be able to hang 
around longer. 


CHOOSE CULTURES AND THEMES 

LotR is one of the few CCGs with a draw 
deck split evenly between good and evil; in 
this case, between Free Peoples and Shadow 
cards. Both deck halves, shuffled together, 
must work to help your fellowship and slow 
down or eliminate your opponents, but the 
cultures also must work together. A speedy 
Shadow half works well with a speedy Free 
Peoples half, because one half won’t bog down 
the other half. A Free Peoples half which spe- 
cializes in card-drawing, such as Dwarves, will 
work well paired with a Moria Shadow half, 
with a lot of cheap cards and some card-draw- 
ing of its own. 
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As of The Two Towers, the game includes 
six Free Peoples and six Shadow cultures: 


Free Peoples 

Dwarven. Dwarves specialize in card-draw- 
ing and have many ways to pump up Dwarf 
companions. The Two Towers introduces a new 
theme for the Dwarves: card stacking. This 
ability, along with events that allow you to 
shuffle stacked cards back into your deck, give 
you lots of card-manipulation ability. 

Elven. Elves specialized in archery and dis- 
card strategies in the Fellowship block, but 
recent errata to Mirror of Galadriel and new 
concepts in the Two Towers block have moved 
Elves toward a new theme: power manipula- 
tion. Newer Elves let you reduce minion 
strength or raise companion strength, often 
allowing Elves to win more skirmishes than 
they had been capable of previously. 

Gandalf. A deck built around the old wiz- 
ard and his friends has nearly always meant 
using spells, a keyword found on many 
Gandalf events. Gandalf’s spells are often pow- 
erful, clearing the board of active conditions 
(Sleep, Caradhras), reducing the minions’ 
power of minions (Servant of the Secret Fire), 
or preventing wounds to your companions 
(Intimidate). And Gandalf’s Staff from Mines 
of Moria reduces the cost of spells by 1. 

Gondor. Probably the most popular cul- 
ture in the game thus far, Gondor compan- 
ions such as Aragorn, Boromir, and Faramir 
have high strength, good vitality, and some 
amazing abilities. The Gondor culture doesn’t 
need a lot of cards to use, leaving room to 
include a second culture; Gondor and Elves 
are often paired to great effect. Before The Two 
Towers, many players would load up Gondor 
companions with cards, making them unbeat- 
able in a skirmish. Several cards in The Two 
Towers, such as Grima, Wormtongue, can 
counter this strategy. 





Rohan. Rohan companions are similar to 
Gondor in strength and vitality, but are distin- 
guished by their use of mounts. The Riders of 
Rohan gain great strength and abilities from 
their horses. Rohan also has the advantage of 
being led by Theoden, Lord of the Mark, a 
powerful companion who heals other Rohan 
companions when a Rohan possession is 
played on them. 

Shire. The Hobbits and their friends spe- 
cialize in avoiding skirmishes and taking a 
lot of punishment when they do have to 
fight. It is possible, though, to make Hobbits 
strong enough to go toe-to-toe with minions, 
using cards like A Promise. A Shire deck is 
easily made from commons and uncommons, 
and can be paired with just about any 
Shadow half. . 


Shadow 

Dunland. The Dunland culture 
features the Dunlendings, a group 
of wild men. This culture uses 
clubs and other primitive gear, as 
well as a Dunland-culture 
Saruman, Rabble-rouser, to smack 
down opponents. Dunlendings are 
marked by high strength and low 
vitality, but include a number of 
cards to make up for that defi- 
ciency. 

Isengard. The shadow culture 
with the most cards as of The 
Two Towers, Isengard has domi- 
nated the tournament scene 
almost since day one. This cul- 
ture is broken down into sub- 
cultures: Uruk-hai, who special- 
ize in damage +1, a high num- 
ber of wounds, and some killer 
events such as Savagery to Match Their 
Numbers; and Isengard Orcs, who often inflict 
wounds during the regroup phase. The Two 
Towers introduces Isengard archers, giving 
them access to some firepower. Isengard is 
versatile, but somewhat rare-intensive. 

Moria. This is the faction you probably 
want to start with as a new LotR player, as it is 
made up of mostly commons and uncom- 
mons, and is a very easy, fast culture to play. 
Most Moria decks rely on swarms to over- 
whelm Frodo, but Moria archer decks also 
exist. Four copies of Goblin Armory are a must 
in every Moria deck to accelerate the deck and 
prevent wounds at crucial moments. 

Raider. This culture encompasses two sub- 
cultures of evil men: Southrons and 
Easterlings. Raiders are the kings of assign- 
ment actions, with several useful abilities that 
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allow them to choose who they wish to fight. 

Ringwraith. The Nazgdal and their cohorts 
are also tough in the tournament scene, using 
a high average strength and the Fierce charac- 
teristic to fight and apply direct damage in the 
form of Blade Tip and Relentless Charge. The 
most rare-intensive Shadow culture by far; get- 
ting enough Witch-kings to make a deck is 
both difficult and expensive. 

Sauron. The black sheep of Shadow cul- 
tures, Sauron is probably the most unpopular 
as of The Two Towers. Their strength is in their 
conditions, especially Orc Bowmen and Under 
the Watching Eye, but with so many players 
packing cards to eliminate conditions, Sauron 
has a tough time. You might have better luck 
with them in the Open format, where decks 
trying out new strategies might not have as 
much room for condition-killing cards. 





CHOOSING YOUR SITES 


Your choice of sites depends on your 
choice of cultures, your deck’s theme or 
themes, and what format youre playing in. You 
want to pick sites that help you and hinder 
your opponent at the same time — no small 
feat. In the Fellowship Block, many players are 
tempted to start with The Prancing Pony to get 
Aragorn — but their opponents get to do the 
same. Why not pack four Aragorns, bid high, 
lay down Green Dragon Inn to get Sam, and 
possibly leave your opponent without his best 
character for a while? For this reason, the first 
site is often the most important in the game. 
Each site’s Shadow number should also be 
taken into account. If you're playing a “choke” 
strategy, which manages the Twilight Pool to 
prevent your opponent from playing much, 
choosing sites with low Shadow numbers is 
wise. Remember that you can only use sites 
from The Two Towers, unless youre playing in 
a Fellowship Block event. 


THE BALANCE OF CARD TYPES 


Depending on your strategy, the propor- 
tion of the various card types in your deck 
will change. For the Free Peoples side, you'll 
need several companions and allies, as well as 
events, conditions, and possessions that key 
on them, and your starting companions. Don’t 
play weapons for characters you only have one 
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copy of in the deck (unless you start with 
them). Similarly, if you start with Gandalf, 
there's little reason to include three more 
copies of him plus A Wizard Is Never Late. If 
that’s what your deck looks like, consider 
starting someone else and cutting down the 
size of your deck; you should get to Gandalf 
in short order. 

As for the Shadow side, the key is minions, 
minions, minions. Nearly every possible 
Shadow strategy depends on having lots of 
minions. Low-cost and high-cost minions 
should be in good balance, because you won't 
always have 11 twilight to play the Witch-king 
and Pale Blade. Keep the number of support 
cards low, especially events, conditions, and 
possessions that require twilight to play, as 
that twilight isn’t always going to be there. Too 
many minion support cards will leave you 
wishing for another minion instead of that 
fourth Worry in your hand. 





DECK SIZE 

Most decks should have 60-70 cards for 
one-on-one and 75+ for multiplayer games, 
depending on the number of people. If dis- 
card decks are prevalent in your area, you 
may decide to pack more cards in response. 
Larger decks usually have tons of free cards 
to allow rapid cycling; otherwise big decks 
can get bogged down and may never get to 
the card they really need during the course 
of the game. 


THE METAGAME 


Your deck will need to be tweaked depend- 
ing on what other people in your area are 
playing. If you see a lot of Uruk-hai, then 
adding A Blended Race or Strength of Kings 
(which cancels Savagery to Match Their 
Numbers) is wise. A rash of Nazgal decks can 
be countered by 0 Elbereth! Gilthoniel! or Not 
Feared in Sunlight. A preponderance of 
Gandalf decks will be hurt by Too Great and 
Terrible. The effectiveness of such culture-spe- 
cific counters depends on how sure you are 
that your opponents are playing such decks on 
game night or at a tournament. This knowl- 
edge of your local scene is called the 
metagame, and can make the difference in 


close games. 


Good luck! 









SIMPLICITY OF SYMMETRY 


Make the Shadow Poo! work for you 





by Lautaro Leiva 


Beginning players of Lord of the Rings tend 
to build their decks in parts: first the 
Fellowship and then the Shadow. In many 
cases, this creates an imbalance in the deck 
favoring one side and hindering the other. 

Building symmetry into your deck is as 
important as picking the minions and 
characters that the deck 
depends on. An easy way 
to see if there is a cohesive 
nature in your deck is by 
the locations. For example: 
Moria Stairway says, “Each 
companion or minion with a 
hand weapon is damage +1.” 
If your deck isn't designed 
to play both sides together, 
this might be a weakness in 
your deck. Your minions 
might be able to lay more 
damage on your opponent's | F 
Fellowship, but what if your aoe 
own Fellowship doesn’t have + 
the resources to take advan- 
tage of the site’s text? The 
disadvantage becomes more 
pronounced if your opponent 
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is able to capitalize on your site and you can't. 
The first step in avoiding this type of prob- 
lem is to decide whether your main goal is to 
reach site 9 with your Ring-bearer or to stop 
your opponents Ring-bearer from reaching it. 
This determines which side of your deck to 
emphasize. Say your goal is to stop your oppo- 
nent, emphasizng the Shadow portion, then 
choosing to use the hard-hitting Isengard min- 
ions in your deck. Isengard 
minions tend to have a high- 
er vitality but lack ranged 
weapons. This being the 
case, Anduin Wilderland, 
which skips the archery 
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phase for both sides, is the best choice for site 
7. Your minions go straight to the Skirmish 
phase without giving Fellowship archers a 
chance to pick them off. 

As this site is important to your attack on 
an opponent's Ring-bearer, on the Fellowship 
side, you should include cards that permit 
you to play your site 7 even if you’re moving 
ahead of your opponent: Pathfinder, if you’ve 
got rangers in the party; Speak ‘Friend’ and 
Enter, if Gandalf is in the Fellowship; or 
Thror’s Map in any deck, as it relies on hob- 
bits. Since you're trying to negate archery for 
an opponent’ Fellowship, your Fellow ship 
should be built around sterner folks, such as 
Aragorn and Boromir. 
Using shields will limit an 
opponents use of archery 
before site 7, and hand 
weapons increase the effec- 
tiveness of your troops in 
the skirmish phase. 

You need to make your 
Fellowship and Shadow 
cards work together to 
build a solid deck. Use your 
locations to see if you’re on 
the right path and 
pinpoint where SS 
youre going astray. 
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MAKE OPENING BID PART OF YOUR WINNING STRATEGY 


by Wes Brown 





One of the most challenging mechanics to 
master in Decipher’s Lord of the Rings is bid- 
ding to see who goes first. The art of the bid 
is not something to be taken 
lightly; in a game where the 
first person to finish the 
Adventure Path is declared 
the winner, being the first 
player to move towards that 
goal is a huge advantage. But 
at what cost? The higher you 
bid, the faster Frodo can be 
corrupted — and the new 
twilight Nazgal aim to do 
just that! 

How much can you risk 
for the chance to get ahead of 
your opponent? Before you 
can answer that question, 
first look at how your deck 
intends to achieve victory. 
Once you've identified which 
of the three victory condi- 
tions your deck is best geared 
to accomplish first, deciding how much to 
bid at the start of the game becomes signifi- 
cantly easier. 

High-stakes bidding — five burdens or 
more — works best in decks that want to 
move first and win by completing the 
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Adventure Path. Decks that employ this strate- 
gy should include some kind of burden- 
removal mechanic. The most common form of 
burden removal in this deck style is to have 
Sam, Son of Hamfast as a starting companion 
or use Green Dragon Inn, 
which lets you play Sam 
from your draw deck, as 
the first site. 

Sam’s ability to remove 
burdens reduces the risk 
of bidding high enough to 
halfway corrupt the Ring- 
bearer before the game 
even begins. However, it 
comes at a cost. You fill 
one of your decks starting 
companion slots with a 
companion who’ not ter- 
ribly useful in skirmishes 
(except to take one for the 
team) or use a starting site 
that’s not as useful as, say, 
The Prancing Pony. 

The average player 
usually bids from two to 
four burdens — high enough win the bid 
against penny-ante players, but not enough to 
risk losing to a high-stakes bidder and have 
your Ring-bearer stuck with a lot of burdens 
right off the bat. In the current environment, 
most players employ this bidding strategy; 
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they're content to go first if they win the bid 
but confident enough in their Shadow strategy 
to be satisfied with going second. Decks with 
little or no burden removal should stick to 
this bid range, as most Shadow cards that 
penalize the Fellowship for having burdens 
kick in when the Shadow player can spot 
three burdens — and they get progressively 
worse as the number climbs. 

Decks that bid one burden or less are what 
I call penny-ante. These decks typically have 
no burden removal and don’t want to risk cor- 
ruption or be affected by the nasty game text 
of cards like Worry or Ulairé Enquéa, 
Lieutenant of Morgul. These decks usually go 
second and need a strong Shadow component 
to compensate. The deck must either slow 
down an opponent, preventing him from dou- 
ble-moving at least once, or kill his Ring-bear- 
er outright. In a straight race, this deck often 
loses simply because it didn’t move first. 

Of course, not all strategies conform to 
these three alternatives. Players using Nazgil 
as their primary minions often bid high but 
choose to go second, forcing their opponent to 
move to sites 2 and 3 with game text favorable 
to Nazgil (typically Bree Streets and Ford of 
Bruinen). There are no hard and fast rules 
about what to bid with any given deck. These 
basic guidlines are intended to help play- 
ers analyze the bidding mechanic and 
how it affects the game. 


THE LIBRARY OF INAS TIRITH 


Your TCG questions answered 


by Mark Tuttle 





Decipher Net Rep 


~ Decipher'’s The Lord of the Rings Trading 
Card Game allows you to experience the won- 
ders and perils of Middle-earth. The designers 
have crafted an amazing structure that is sim- 
ple to learn, but is deep with strategy. 
However, there are always questions, and we'll 
answer some of the most frequent ones that 
we see here in Rivendell — um, I mean here 
at Decipher. 


Q: Can I use two Morgul Gates (1 R 217) 
to play one Nazgul? 

A: No. You may not combine phase actions. 
When you play one Morgul Gates, meeting its 
requirements and paying its costs, you’re playing 
a Shadow-phase action that includes playing a 
Nazgiil. Once that action is resolved, you're all 
done playing that Nazgiil and another Morgul 


different. Why? 

A: It’s slightly different 
wording that’s doing the same 
thing. When either of these 
cards are played, all active con- 
ditions in play are discarded. 
That means that when a Free 
Peoples player plays Sleep, all 
of his conditions are.discarded 
and all Shadow conditions are 
as well. (The exception here is 
that Shadow conditions that 
are currently being borne by 
inactive Free Peoples cards are 
not active.) 

We prefer the wording 
“discard all conditions” as 
opposed to “discard every con- 
dition.” All cards that use the 
word “every” will eventually 
be reworded. 





Q: Can I use Saruman, 
Servant of the Eye (3 C 69) 
to assign multiple minions 
to one companion? 

A: No. Assignment 


Gates can't affect his cost. 


Q: Can I exert a 
Sauron Orc multiple times 
for multiple wounds with 


Q: Can I have 
Gandalf’s Staff (2 R 22) 
and Wizard's Staff (2 C 
29) both on Gandalf at 
the same time, since 
one is a possession and 
the other is an artifact? 

A: No. The rules 
specify that a character 
can bear no more than 
one of each class of pos- 
session or artifact. Both 
are of the class “staff” 
even though they’re two 
different card types. 


Q: When a card like 
Such A Little Thing (3 
R 80) makes me dis- 
card, can I choose to 
discard from my hand 
or from stacked cards, like those on Gandalf’s 
Cart (1 U 73)? 

A: No. The rulebook defines “discard” to 
mean “discard from play.” Some cards will 
specifically tell you that you may discard from 
hand, but they are so denoted. 


Hate (1 R 250)? 

A: No. An event card is 
a single action that can't be 
repeated. Once that action 
is complete, the event card 
is discarded. 


Q: Then why can I use 
the Archery special ability 
action on Legolas, 
Greenleaf (1 R 50) multi- 
ple times per turn? 

A: Because that card (as 
well as conditions, posses- 
sions, artifacts and sites) 
are played to the table and 
remain in play until some- 
thing discards or kills them. While they are 
there, special ability actions denoted by a timing 
keyword (such as Archery, Fellowship, etc.) may 
be declared as separate actions multiple times. 


Q: If | have Orc Bowmen (1 R 264) and 
four Sauron Orcs that aren’t archers in play, 
what is my archery total? 

A: It would be one. The text on Orc Bowmen 
says, “While you can spot a [Sauron] Orc, add 
one to the minion archery total.” Notice that it 
doesn't say “for each.” Each copy of Orc Bowmen 
on the table can never add more than one to the 
archery total each archery phase. 


Q: If I'm the Shadow player, can I spot an 
Elf in my own fellowship? 

A: No. When you’re a Shadow player, your 
Free Peoples cards are inactive and may not be 
spotted. 


Q: Saruman’s Power (1 U 136) and Sleep, 
Caradhras (1 C 84) are worded similarly, yet 


actions may only be per- 





strength of 16. 


Q: If my Aragorn has two 
Flaming Brands (2 R 32), can 
I then put another two hand 
weapons on him since each 
Flaming Brand says, “may be 
borne in addition to one 
other hand weapon”? 

A: No. One Flaming Brand 
allows the other Flaming 
Brand to be borne. A character 
may only normally bear one 
hand weapon, but a maximum 
of two hand weapons may be 
borne if one or both of them 
has the text “This weapon may 
be borne in addition to one 
other hand weapon.” The same 
is true for the Dwarven card 
Hand Axe. (2 C 10). 


Aarar ar SarS yen 
SOL SCRYE OS 
SCRYE : 
° 4 


formed between two unas- 
signed characters. 


Q: How does defender 
+1 work? Does it become 
two separate skirmishes? 

A: No. When your com- 
panion is defender +x, you 
total the strengths of all of 
the opposing minions you've 
assigned him to and resolve 
the skirmish as one skir- 
mish. For example, if 
Aragorn is defender +1 and 
you assign him to skirmish 
two strength 8 Uruk-hai, 
then you’d compare his strength of 8 to their 
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Q: What does the keyword Twilight mean? 

A: Twilight is what we refer to as an 
“unloaded” keyword. That means the keyword 
has no rule-based mechanic. Rather, it is refer- 
enced on and activated by other cards. “Loaded” 
keywords are those that are addressed in the 
rules with special meanings, like Archer, 
Ambush, etc. 


Q: Am I allowed to combine cards from 
the different expansions? 

A: Absolutely! The Lord of the Rings TCG 
is designed so that each expansion builds upon 
the previous ones. We package our starter decks 
for each expansion to offer new players a 
playable deck with which to learn the game sys- 
tem, but you are not limited to those decks. There 
are certain restrictions 
on how you'll be able to 
play cards from the sepa- 
rate movie expansions. 
You can read about the 
various Block formats 
elsewhere in this issue or 
at www.decipher.com. 


If you have ques- 
tions that you didn’t see 
answered here, you can 
e-mail me at 
Elrond@decipher.com. 
We also maintain a reg- 
ularly updated FAQ and 
Help Clinic articles on 
the Decipher website in 
The Lord of the Rings 


TCG section. 


A LOOK INSIDE THE DESIGN OF 
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by Tom Lischke 





Lord of the Rings co-designer 


“We will go, and may the others find a safe 
road! Strider will look after them. I don’t sup- 
pose we shall see them again.” 


— Frodo Baggins 


As we went into the initial design phase 
for The Two Towers, the first thing the design 
team had to do was answer the question I 
have heard most often while working on The 
Lord of the Rings: “What will happen when 
the Fellowship splits?” 

Three things dominated the decision 
process. In no particular order, they were: 
story, gameplay interest, and accessibility for 
new players. The split-Fellowship solution 
had to score well in all three areas. Let’s look 
at a couple of versions we kicked around, 
and then the version we went with. 

One approach involved two adventure 
paths: one for the Hunters (Aragorn, Gimli, 
and Legolas) and one for Frodo and Sam. 
Companions were divided into two groups as 
well. We had a notion of the outcome, but 
we wanted to explore a variety of options. 
This version scored well on story, but poorly 
on accessibility. Even for current players, 
introducing a new mechanical approach to 
the adventure path would mean spending 
time focused on card-juggling that doesn’t 
enhance the core gameplay experience — the 
game is about the characters, not the ground. 

In another approach, the companions 
were still split into two groups, but used only 
one adventure path. However, each site 
would have additional text that only applied 
to the Ring-bearer’s group. The story score of 
this version was adequate, but all that site 
text was difficult for a player to buffer in his 
or her head. We also saw how difficult it was 
for casual players to work through the text. 

Eventually, we realized that we could 
score well in story, accessibility, and game- 
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play interest by keeping things essentially the 
same systemically and layering the story with 
keywords and a class of conditions that we 
referred to as “domains.” After designing a 
few of the cards, we decided that we only 
needed Ring-bound to be a keyword, and 
other companions were covered by the 
default (referred to in game text as 
“unbound”). As for the story of the locations 
traveled by Ring-bound characters, the 
domains are conditions that are potent at one 
site, but give a smaller benefit at other sites. 


Cultural Mechanics 
Dwarven. This culture hit the ground 
running after initial design and didn’t require 
too much development. We wanted players 

to feel like they were building something, 
stone by stone. Commitment to this strategy 
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gives both card advantage and 

skirmish flexibility. The relationship of Gimli 
and Legolas is also covered in The Two Towers 
base set. These two features combine nicely 
in cards like My Axe Is Notched (with its 
brother, Final Count) and Khazad Ai-ménu. 

Dunland. Dunlendings were designated 
with high strength and low vitality from day 
one. It was an area of the minion wheel that 
hadn't been done before, and it seemed inter- 
esting and appropriate for their culture. Early 
in the design process, it was also decided that 
Dunlendings wreck things — it’s just their 
way. They discard “permanents,” like posses- 
sions and allies. This definition dictated the 
text of many of their minions, meaning that 
bad assignment decisions against them can 
cripple a player. 

At one point, this culture had a small 
streak of swarm to it — there was even a 
cycle of Dunlendings who drew cards when 
you played them. Playtesting showed this to 
be too strong and it was replaced with a site- 
control cycle. 

Elven. The Elves were big movers 
throughout the course of The Two Towers 
design. Initially, they were designed with a 
sturdy selection of allies who had some nice 
meta-level effects. When we introduced a few 
companions to help stabilize the Elves for 
booster-draft play, we realized there was 
untapped gameplay potential there. Also, one 
of our goals for this set was to provide play- 
ers with tools that will allow focused Free 
Peoples half-decks. To do that, players need a 
selection of companions that allow them to 
play a culturally dependent series of events, 
possessions, and conditions. 

Thus was born the Elven army. This set of 
companions allows some deck-building 











diversity (especially when combined with 
Arwen’s package from Fellowship Block). A 
lot of the work with these guys went into 
finding a way to create Elves capable of sur- 
viving skirmishes, without creating an 
archery machine using Elven Bows. A number 
of Elves gained text that shows their ability 
to use a bow inside a skirmish, while keeping 
a soft cap on the archery total. 

Gandalf. Gandalf pushes the twilight pool 
to increase his strength, especially during 
maneuvers and skirmishes. That part of 
design went fairly smoothly and generated 
some fun cards. The trick with Gandalf was 
to give him his new “staff,” Shadowfax, with- 
out turning him into a nigh-invulnerable per- 
manent. Gandalf should be sturdy even with- 
out spells, but spells are required to jump 
him up to his full potential. It took some 
work, but there are now several configura- 
tions available for Gandalf in the Open for- 
mat which should create some interesting 
deck-building decisions. 

A late but happy arrival in this culture 
was Treebeard. We didn’t know we were 
going to have images for him available for 
the base set until late in design. He dove- 
tailed seamlessly into the unbound Hobbit 
strategy and provided an interesting option 
for a site eight buffer. 

Gondor. During 
the initial layout for 
the set, we tried to 
carve out a niche for 
Faramir’s rangers. 
Because they punish 
minions for being too 
far from home and 
because the gameplay 
of the roaming 
mechanic in general 
was underdeveloped, 
roaming was the 
obvious candidate. 
These guys had to 
spend some time in 
the development 
spotlight, though, as 
they were initially 
over the top. The 
early versions made 
minions roaming all 
the time (not just 
during skirmishes). 
The cost penalties 
proved too harsh for 
the Shadow, especial- 
ly when combined 
with some twilight 
pool control, such as 
No Stranger to the Shadows. 

Isengard. Once the new keyword 
Battleground was put in place, some baseline 
Uruk-hai were created to make use of it. Site 
control also belonged to this baseline group. 

Because Saruman’s boys get so much 
attention in The Two Towers (especially the 
Uruks), we needed to split them up to keep 
them from dominating competitive play 
based solely on having more options than 
other cultures. Isengard trackers make up 
one of these subgroups. Their numbers were 
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patterned after standard Uruks, but the dam- 
age +1 trait was swapped for the fierce trait 
to change the way they’re played. 

The other subgroup of Isengard cards 
focuses on Grima and his betrayal of Rohan. 
The mechanical match for Grima was a series 
of conditions that could be played on Free 
People characters. On its own, this type of 
card struggles 
to be efficient 
enough to 
find its way 
into decks. 
We took the 
opportunity to 
bend the 
tracker sup- 
port cards to 
play well with 
Grima’s condi- 
tions, giving 
the trackers a 
number of 
search condi- 
tions like 
Weary, and 
skirmish 
events like 
Vengeance 
and Kill Them 
Now, that take 
advantage of 
the extra bag- 
gage carried 
by the Free 

People char- 
— acters. 
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Raider. The Raiders started development 
with a mechanic that allowed reassignment of 
minions to other companions (a function 
that Rohan had a species of, as well). 
Playtesting demonstrated that this was both a 
bit complex and too similar to the fierce 
mechanic. The spirit of the mechanic — 
interesting decisions in the assignment phase 
— did make it into the set, though. Raider 
ambush cards can cause some tough assign- 
ment decisions for the Free Peoples player. 

Rohan. Oh, the horses! These cards 
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changed, changed, and then changed again. 
They started development looking very simi- 
lar to Asfaloth from The Fellowship of the 
Ring: a strength bonus that doubles at plains 
sites. We realized there were two issues with 
this. 

The Rohan companions already tended to 
fare better than Elves in skirmishes. They 
had swords, armor, skirmish events, and 
good baseline strength/vitality. Giving them 
additional strength made them.difficult to 
deal with. This was magnified by the fact that 
many of the Rohan sites were plains. At the 
same time, the horses felt very “all or noth- 
ing,” because the underground sites were 
waiting to destroy any strategy based on 
them. We tried conditions and events to 
bring the horses back, but it felt overly 
mechanical. 

We came to two conclusions: The horses 
couldn't add strength, and Rohan horses 
could probably be controlled (not discard- 
ed) underground. This stabilized the strate- 
gy, as the horses weren't going to disappear 
in the home stretch, and also led to a new 
skirmish style: taking advantage of wounds 
on minions. 

Shire. Finally, we come to the Hobbits. 
The new thing for them in The Two Towers 
set is the flavor of stealth used by Merry and 
Pippin. This was nailed down early in devel- 
opment and given its finishing touches 
when Treebeard was introduced late in 
development. 

Another interesting mechanic that the 
Shire carried through playtesting was a Frodo 
that allowed you to shuffle your discard pile 
back into your draw deck. Eventually, 
though, a swarm deck with a heavily perma- 
nent-based Free Peoples strategy forced us to 
abandon the concept. 

Hopefully, I’ve given you some insight 
into what goes on during the development 
of a huge, environment-changing expansion 
set like The Two Towers. Contrary to popu- 
lar belief, decisions aren’t made with a 
blindfold and a dartboard — we usually 
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The Two Towers brings both new cultures 
and a new site path to The Lord of the Rings 
TCG. Of course, your non-site cards from the 
Fellowship Block port right over to The Two 
Towers, but this doesn’t mean that the world 
awaiting you is the same one into which you 
set out from Rivendell with Gandalf. It has 
changed, and much that once was, is now lost. 


Free Peoples Strategies 

Power shifts from individual companions 
and their toys to cultures and cohesive multi- 
companion strategies. This shift is not com- 
plete, but it is enough to allow a variety of 
new archetypes to flourish. Aragorn, Heir to 
the White City and Legolas, Greenleaf from 
Fellowship Block are powerful Open-format 
companions for any deck, but you cannot 
effortlessly build them into tanks. 

The most significant single card to change 
the way people play is probably Grima, 
Wormtongue. He is an Isengard Man with a 
devastating maneuver special ability: He exerts 
to return all Free Peoples cards borne by an 
unbound (Ring-bound is a new key word in 
The Two Towers) companion to their owner's 
hand, if that companion 
bears at least three cards 
(including Shadow cards). 
With three vitality, he can 
do this twice in a turn. 
Should an opponent have 
two unbound companions 
“tanked out,” like Aragorn 
with bow, sword, Flaming 
Brand, Armor, Last 
Alliance of Elves and Men, 
etc., those characters are 
weakened during that 
turn, and, more impor- 
tantly, their player has a 
hand full of Free Peoples 
cards preventing Shadow 
cards from being drawn. 
This gives Grima’s player a 
likely double move the 
following turn. 

Possessions borne by 
companions in general are not as valuable as 
in Fellowship Block. Where Grima turns pos- 
sessions into liabilities, the Dunland culture 
has several cards that discard them with 
remarkable ease. 

Whats a Free Peoples deck supposed to do 
without weapons? Support-area conditions 
may be the answer. Trust Me as You Once Did 
(from Realms of the Elf-lords), A Promise 
(Mines of Moria), My Axe Is Notched, Final 
Count, and especially Help in Doubt and Need 
give nice strength bonuses from the support 
area. However, Shadow has several options for 
discarding Free Peoples conditions. 

Strength events may be the next place to 


a) 


eg 
oe 


— from death.’” 


Po 


BESS Rese SERA 
a eGANDALF 
Ns 


While you can spot 3 twilight tokens, 
eg Gandalf is strength +3. 
era a 
eee | Behold, | ain not 
4 q betrayed. [ am Gant 





wm. 1! HE TWO 


TOWERS 
SalaNiGies 


” 


THE LORD, 


wo # 


OF THE 
aE LER) 


* 


turn. There are good ones from Fellowship 
Block — Servant of the Secret Fire, Flurry of 
Blows, and Hobbit Intuition, to name a few — 
and The Two Towers adds more: Khazad Ai- 
ménu, Under the Living Earth, and An 
Honorable Charge. However, the Palantir of 
Orthanc from Realms can strip them from your 
hand and jam you with Free Peoples cards for 
your opponent’ subse- 
quent move. 

There's nothing wrong 
with playing a few 
weapons. Keep your com- 
panions out of Grima’s 
range, with one or maybe 
two cards on each, and 
you need only worry 
about Dunlendings (or 
Grima with character 
conditions). Weapons 
Store from the Rohan cul- 
ture allows you to 
retrieve discarded hand 
weapons. 


andalf the Grey, whom you 
If the White, who has returned 


New Kung Fu 

The Two Towers chal- 
lenges the conventional 
wisdom that loading key 
companions with posses- 
sions and conditions is the most powerful 
Free Peoples option. At the same time, the set 
provides potent strategies to fill the void. 
These strategies often require multiple com- 
panions of the same culture and a little bit of 
the new kung fu: direct damage, which means 
wounding minions outside of skirmish resolu- 
tion. Unlike the ease with which Legolas, 
Greenleaf or Aragorn with his bow kill most 
minions, direct damage in The Two Towers is 
not concentrated and usually requires coordi- 
nation between multiple elements. 

With The Two Towers, you can inflict more 
wounds with direct damage than with 
Fellowship Block. This eases the pain of limit- 
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ed weapons use. Note that direct damage does 
not buy you a free pass from skirmishing. It 
usually takes the form of exerting minions or 
allowing the Shadow player to assign wounds 
(like traditional archery). Typically, there will 
be minions to fight, but with a little luck, you 
can remove them from the table without dam- 
age bonuses or winning as many skirmishes. 

Elves are the original purveyors of wounds 
— archery, their kung fu, is the oldest. In The 
Two Towers, Elves work well in multiples and 
become viable skirmishers. Their skirmish 
success is tied into putting pre-skirmish 
wounds on minions. They have a group of 
support-area conditions that each require 
three Elves to play and penalize wounded 
minions until the regroup phase. For example: 
“Each minion is strength -2 for each wound 
on it,” or “Wounded minions may not be 
fierce.” Several other Elven cards penalize 
wounded minions in skirmishes. 

Most Gondor cards involve Faramir and 
the Ring-bound Ranger of Ithilien cards. 
Gondor attempts to make minions roaming 
during the skirmish phase and then punishes 
them for it. In addition to allowing several 
direct-damage effects, roaming minions are 
challenged when skirmishing Ring-bound 
rangers, who typically receive strength and 
damage bonuses. Almost every detriment to. 
roaming minions is duplicated against Men 
minions. This hurts both the Raider and 
Dunland cultures, which together comprise 
half the Shadow cards in The Two Towers. It 
should be noted that one Gondor card, Defend 
It and Hope, which wounds an Uruk-hai twice 
(or any minion once), will be a staple of many 
decks until the river of Uruks runs dry. 

Rohan uses horse mounts to achieve their 
kung fu. Each horse in The Two Towers exerts 
each minion skirmishing its bearer — this is 
better than damage +1. Joining the horses are 
several companions who receive a strength 
bonus while skirmishing a wounded minion. 
There are also Rohan-culture horses that Elves 


can ride, which provide a convenient method 
of activating their wounded-minion effects. 

The Shire staple Power According to His 
Stature is still a great card in The Two Towers. 
Joining it and other Hobbit direct-damage 
cards from Fellowship Block are a couple of 
cards that straight-up wound a minion during 
a skirmish. Cliffs of Emyn Muil is particularly 
good because it sits in your support area, not 
in your hand. 

As is his way, Gandalf borrows a little from 
every other culture’s kung fu, but for a higher 
twilight cost. He has a horse (Shadowfax) that 
exerts minions; he has a potent regroup event 
(Task Was Not Done) that discards two wound- 
ed minions; and he has a condition that 
wounds minions Gandalf is skirmishing. As 
long as you can withstand his banging on the 
door (adding a lot of twilight pool), Gandalf 
provides nice utility. 


Shadow Strategies 

Shadow strategies popular in Fellowship 
Block encounter a variety of encouragement 
and challenges in The Two Towers. The most 
popular Fellowship Block strategy, Uruk-hai 
with Saruman, Keeper of Isengard, receives 
many new Isengard cards to explore, and con- 
sequently, it should remain popular. The 
deck’s power does not increase significantly 
though, because most of The Two Towers’ 
Isengard cards work optimally with other 
cards from the same block. 

Variations of tournament-worthy Uruk-hai 
decks will be numerous. There is old-school 
Saruman and his crew, then there are the new 
archers, Uglik, Servant of Saruman and track- 
ers, Grima and conditions, site control, Uruk 
battleground tanks, and even a powerful new 
event, Beyond All Hope, that adds a burden for 
each card in the dead pile. Countering the pre- 
ponderance of Uruk-hai decks are anti- 
Isengard hammers from The Two Towers — 
appropriate for a film whose focus is Free 
Peoples fighting Isengard minions. These 
include Defend It and Hope, Ranger's Sword, 
Blade of Aragorn, Sword of Rohan, and Stump 
and Bramble. Isengard Orcs do not appear in 
the base set, but are scheduled to make a 
strong appearance (with their wargs) in the 





Tower Block expansions. 

Nazgul decks don’t have a power site like 
Ford of Bruinen, but there are many plains 
where Black Steeds give a strength bonus of 
+4. Each of the first five sites on The Two 
Towers adventure path has a plains representa- 
tive, usually several, and more are expected 
for later site numbers in the expansions. The 
Two Towers features several new burden 
adders, like Easterling 
Guard and Easterling 
Lieutenant, that fit nicely 
with existing Ringwraith 
burden exploiters. Enquéa 
and NazgGl Sword should 
be as popular as ever. 
Probably the greatest help 
to Nazgil is the Isengard’s 
Grima, Wormtongue. 
Though no Ringwraith- 
culture cards are in The 
Two Towers base set, 
Nazgil on fell beasts are 
expected for the expan- 
sions. 

Moria decks suffer 
from a shortage of under- 
ground sites — there are 
two in The Two Towers 
base set (one site six and 
one site seven), and no 
site number has only underground representa- 
tion. Luckily, nothing in the set hurts Moria 
recursion any more than Secret Sentinels from 
Minés of Moria. Well, an early Fortress Never 
Fallen would be bad. This is a unique Rohan 
condition that plays to the support area. Each 
time a Rohan Man wins a skirmish, place a 
Rohan token on this condition. As a regroup 
action, you can discard Fortress Never Fallen 
and one condition for each token (no limit). 
It's so easy to win skirmishes against Moria 
minions that Fortress should have no shortage 
of tokens. 

Sauron-culture decks receive no new cards 
in The Two Towers base set, but are scheduled 
to receive a mighty treatment in the expan- 
sions. The base set has only one card that 
explicitly threatens Sauron Orcs, Merry, 
Unquenchable Hobbit, and his threat is minor. 





No cards threaten Orcs in general. The set 
does not have a number-nine power site spe- 
cific to Sauron Orcs like Tol Brandir, but 
Palantir Chamber plays any minion from your 
discard pile by removing two burdens. Burden 
adders with Sauron Orcs could be powerful 
with this site, especially if Nertéa is discarded 
and your opponent has more than four com- 
panions. 


New Enemies 

The Dunland culture 
is the most radical addi- 
tion to the spectrum of 
Shadow options. It con- 
sists of Dunlendings, wild 
Men from northwest of 
Rohan, who perpetually 
resent the Rohirrim. Their 
site number is three, their 
strengths are high, and 
almost all of them have 
only one vitality. Basically, 
if a Dunlending loses a 
skirmish or takes a 
wound, it dies. Luckily, 
they have a powerful card, 
Hides, to prevent wounds. 
Dunlendings are generally 
neither fierce nor receive 
damage bonuses, yet they 
may be the most threatening Shadow culture 
yet. When they win skirmishes, they can dis- 
card Free Peoples possessions, kill allies, con- 
trol sites, and play other Dunlendings cheaply. 
If you are facing Dunlendings and can’t get 
damage through Hides, you must win skir- 
mishes or you will lose the game. 

Isengard, the largest Shadow culture in The 
Two Towers, offers so many options for strate- 
gy that you can’t discuss the culture cohesive- 
ly. Isengard doesn’t even include Orcs on 
wargs yet, which the expansions will feature. 
Much has been made of Grima already, and we 
all know about damage +1 Uruk-hai, who are 
plentiful in The Two Towers. These Uruks tend 
to revolve around site control or battle- 
grounds, a new keyword on many sites. 
Crossbowmen and trackers are new Uruks 
who aren't damage +1, but trackers are fierce 
and archers inflict archery damage. 

The Raider culture features exotic Men 
from the lands to the East and South of 
Mordor: Easterlings, Southrons, and Corsairs 
(with the release of The Return of the King). 
These guys raise the threat of burdens and 
direct damage to a new level. It’s as though 
every form of direct damage from all Free 
Peoples cultures is condensed into the Raider 
culture. They also generate heaps of twilight 
pool after the shadow phase, which they can 
spend on expensive but powerful skirmish 
and regroup effects or threaten the 
Fellowship’s next move. Luckily for the rest of 
us, Raiders don’t skirmish well and require 
strength enhancement or lots of pool during 
the shadow phase. 

These are just a few observations on how 
The Lord of the Rings TCG’s landscape will 
change with the influx of cards from The 
Two Towers and the switch to The Two <> 
Towers site path. Enjoy! fe 
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1. The One Ring, Answer to All Riddles R 
While wearing The One Ring, the Ring-bearer is 
strength +2, and each time he is about to take a 
wound in a skirmish, add a burden instead. Skirmish: 
Add a burden to wear The One Ring until the regroup 
phase. -/+2 


2. «The One Ring, The Ruling Ring C 
Response: If bearer is about to take a wound in a skir- 
mish, he wears The One Ring until the regroup phase. 
While wearing The One Ring, each time the Ring-bear- 
er is about to take a wound during a skirmish, add a 
burden instead. +1/- 


3. Anger C 0 
Event. Skirmish: Spot 3 [Dunland] minions or a site 
you control to make a [Dunland] Man fierce until the 
regroup phase. 


4. Band of Wild Men C 5 
Minion « Man. Each time this minion wins a skirmish, 
you may make it fierce until the regroup phase. 
11/2/3[TT] 


5. Burn Every Village C 0 
Event. Skirmish: Make a [Dunland] Man strength +2 
(or +4 if you control a site). 


6. Constantly Threatening R 1 
Condition. Plays to your support area. Shadow: If the 
fellowship has moved more than once this turn, remove 
@ to play a [Dunland] Man from your discard pile. 


7. Dark Fury C 0 
Event. Skirmish: Make a [Dunland] Man strength +2 
(or +4 if at a sanctuary). 

8. Death to the Strawheads U 3 


Event. Skirmish: Make a [Dunland] Man strength +1 
for each companion you spot. 
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9. Dunlending Arsonist 

Minion. Man. Each time this minion wins a shirt, 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 10/1/3[TT] 


10. Dunlending Brigand C 2 
Minion * Man. 8/1/3[TT] 
11. Dunlending Looter U 3 


Minion ¢ Man. When this minion wins a skirmish, you 
may stack him on a site you control. Shadow: If 
stacked on a site you control, play this minion. His 
twilight cost is -2. 9/1/3[TT] 


12. Dunlending Madman C 2 
Minion ¢ Man. Each time this minion wins a skirmish, 
you may make him strength +2 and fierce until the 
regroup phase. 7/1/3[TT] 


13. Dunlending Pillager U 3 
Minion ¢ Man. Each time this minion wins a skirmish, 

you may discard a Free Peoples possession (or 2 pos- 
sessions if you spot 6 companions). 9/1/3[TT] 


14. Dunlending Ransacker C 2 
Minion ¢ Man. Each time this minion wins a skirmish, 
you may spot another [Dunland] Man to take control 
of a site. 7/1/3[TT] 


15. Dunlending Ravager C 1 
Minion * Man. While skirmishing a [Rohan] Man, this 
minion is strength +2. Assignment: Spot an ally to 
make that ally participate in skirmishes and assign 
this minion to skirmish that ally. 5/1/3[TT] 


16. Dunlending Robber C 3 
Minion ¢ Man. Each time this minion wins a skirmish, 
you may make him strength +2 and fierce until the 
regroup phase. 9/1/3[TT] 


17. Dunlending Savage C 4 
Minion ¢ Man. The Dunlendings’ fury could only end 
in the death of the king of Rohan. 11/1/3[TT] 


18. Dunlending Warrior C 3 
Minion ¢ Man. Assignment: Spot an ally to make that 
ally participate in skirmishes and assign this minion to 
skirmish that ally. 9/1/3[TT] 


19. Hides R 1 
Possession. Plays to your support area. When you 
play this possession, you may draw a card. Response: 


If a [Dunland] Man is about to take a wound, remove 
@ or discard this possession to prevent that wound. 


20. eHill Chief R 4 
Minion * Man. Shadow: Spot a site you control and 
exert Hill Chief to draw 3 cards. 10/2/3[TT] 


21. Hillman Band C 3 
Minion ¢ Man. Each time the fellowship moves, you 
may spot another [Dunland] Man to take control of a 
site. 9/1/3[TT] 


22. eHillman Horde R 6 
Minion * Man. While you control 2 sites, skip the 
archery phase. While you control 3 sites, each of your 
[Dunland] Men is fierce. While you control 4 sites, 
each of your [Dunland] Men is damage +1. 14/2/3[TT] 


23. Hillman Mob R 5 
Minion ¢ Man. Each time this minion wins a skirmish, 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 12/1/3[TT] 


24. Hillman Rabble U 4 
Minion * Man. Each time this minion wins a skirmish, 
you may stack it on a site you control. Shadow: If 
stacked on a site you control, play this minion. Its twi- 
light cost is -2. 10/1/3[TT] 


25. Hillman Tribe C 3 
Minion * Man. Each time this minion wins a skirmish, 
you may spot another [Dunland] minion to take con- 
trol of a site. 9/1/3[TT] 


26. Iron Axe C1 
Possession * Hand Weapon. Bearer must be a 
[Dunland} Man. +3/- 


27. Living Off Rock U 0 
Condition. Plays to your support area. Each time a 
[Dunland] Man wins a skirmish involving a [Rohan] 
Man, you may make that minion strength +2 and 
fierce until the regroup phase. 


28. No Defense U0 
Condition. Plays to your support area. Shadow: 
Remove @ to place a [Dunland] token here. Skirmish: 
Spot a [Dunland] Man and remove a [Dunland] token 
from this card. A character skirmishing that [Dunland] 
Man does not gain strength bonuses from possessions. 


29. No Refuge R 0 
Condition. Plays to your support area. While a 


[Dunland] Man is stacked on a site, the Shadow num- 
ber of each site is +5. 


30. No Retreat R 0 
Condition. Plays on a site you control. Regroup: Spot 
2 [Dunland} Men and discard this condition to make 
the Free Peoples player choose to move again this 
turn (if the move limit allows). 


31. Over the Isen U 0 
Condition. Plays to your support area. Assignment: 
Spot a site you control and remove @ to assign a 
{Dunland] Man to an unbound companion. 


32. Ravage the Defeated R 1 
Event. Response: If your (Dunland] Man wins a skir- 
mish, discard all Free Peoples cards borne by the 
companion or ally he was skirmishing. 


33. eSaruman, Rabble-rouser R 4 
Minion * Wizard: Saruman may not be assigned to a 
skirmish. Each time the fellowship moves, the Free 
Peoples player must exert a companion for each 
{Dunland] Man you can spot. Skirmish: Exert Saruman 
to make a [Dunland] Man strength +2. 8/4/4[TT] 


34. *Secret Folk U 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving a 
[Dunland] Man, you may place a [Dunland] token on 
this card. Maneuver: Discard a Free Peoples posses- 
sion for each [Dunland] token here (limit 3). Discard 
this condition. 


35. Wake of Destruction R 0 
Event. Maneuver: Spot 2 sites you control to make 
each of your [Dunland] Men fierce until the regroup 
phase. 


36. War Club U0 
Possession ¢ Hand Weapon. Bearer must be a 
{Dunland] Man. Each time bearer wins a skirmish, you 
may discard 2 Free Peoples possessions. +2/- 


37. War Cry of Dunland C1 
Event. Response: If a [Dunland] Man wins a skirmish, 
make him fierce and strength +4 until the regroup 
phase. 


38. Wild Man of Dunland U 3 
Minion * Man. Each time this minion wins a skirmish, 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 9/1/3[TT] 
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Wild Man Raid. The premiere 
card of the Dunland culture, Wild 
Man Raid can neutralize an opponents weapons or 
conditions before he gets to use them. Sometimes 
this card is all it takes to bust someone's small, forti- 
fied group of companions wide open. This paves the 
way for your other Dunlendings, like the Pillager or 
those carrying War Clubs, to wreak havoc. Aragorn’s 
Bow is a big target, as well as Eowyn’s Sword, Sting, 
and Asfaloth. 


by 


Hides. Hides plays the role that the Goblin Armory 
played in Fellowship block, getting your minions past 
your opponents directed (and undirected) archery, 
maneuver events, or even Power According to His 
Stature. What sets the two cards apart? Goblin 
Armory was overpowered, facilitating both hand and 
resource extension as well as the ability to keep your 
other permanents in the game. It was, however, just 
another condition that could be canceled by Song of 
Durin, Secret Sentinels, or Sleep, Caradhras. Hides 
shares some of those extensive strengths, but it’s a 
possession whose ability may be used more than 
once, if you have extra twilight pool. There are cur- 
rently only two cards which can discard shadow pos- 
sessions: Something Draws Near and Roll of Thunder. 
Each is sub-optimal for purposes of deck construc- 
tion, but with the power of Hides, they may see play. 


Dunlending Pillager. On the same level as Wild 
Man Raid, this card has the potential to wreck an 
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opponents “tank” strategy, where 
multiple cards are piled on each 
companion. All it takes is one win- 
ning skirmish, and the Pillager’s 
effect allows all your other minions to win their skir- 
mishes, as well. However, with the inherent weak- 
nesses all Dunlendings suffer, he may have to appear 
at the Rohirrim Village to press an early advantage. 


Constantly Threatening. Its a common misconcep- 
tion that flooding the twilight pool with events and 
conditions like Deep In Thought and Shoulder to 
Shoulder has no real consequence. They don’t add 
twilight during the fellowship phase, so, to a degree, 
it’s safe to flood the pool — unless a player wants to 
move a second time. Overloading the pool can have 
consequences on the second move, one of which is 
Constantly Threatening. For increased cost, the 
Shadow player may play a bunch of extra 
Dunlendings and overwhelm the Ring-bearer (or 
severely impair the Fellowship in subsequent moves). 


No Defense. Another great way to spend any 
extra pool you come across, No Defense provides 
players with yet another option for neutralizing a fel- 
lowship “tank” strategy. There’s no cultural reinforce- 
ment (a need to spot certain types of minions) on 
this card whatsoever, so you can take a few Shadow 
phases to stock this condition with tokens. When 
your Dunlendings do show up (better late than 
never, eh?), they have a fighting chance at disabling 
anything the fellowship can throw at them. 


DWARVEN 


Gimli, Unbidden Guest. This version of Gimli is 
unique in that he allows a previously weak skirmish- 
er, Legolas, to become a minion-killing fiend. Not 
only will Gimli win all his skirmishes (as usual), 
Legolas will also be able to take advantage of nifty 
weapons like Bow of the Galadhrim and Long-knives 
of Legolas. Players might even revert to using 
Legolas, Prince of Mirkwood to win skirmishes 
against Nazgiil with relative ease. Directed archery 
may seem like the greatest LotR strategy ever, but in 
The Two Towers, it loses a bit of its oomph, making 
Legolas, Greenleaf a tad less desirable. 


Quick As May Be. There are many ways for The 
Two Towers minions to use their game text and their 
vitality for maneuver actions. Quick As May Be 


fact, an almost mirror image), My Axe is Notched 
provides Gimli with a solution to those nasty 
weapon-bonus cancellers like Troop of Uruk-hai. 
Gimli will also become a powerhouse, topping out at 
11 strength while carrying his axe and backed by a 
fully loaded Notched. Throw a couple of strength 
events into the mix for that extra punch. 


From the Armory. Armor from Fellowship is a 
great card, preventing extra wounds from hitting 
your Gondor men. Put Armor on Boromir, Aragorn, 
or Eowyn, and you've got a nigh-invulnerable com- 
panion. From the Armory is head-and-shoulders 
above Armor in its effectiveness, but only works for 
Dwarves. It gives all Dwarves the protection Armor 
would provide with just one card. It also allows you 
to cycle your hand with unused Free Peoples cards 
that may be causing a clog. 


allows you to prevent such things, not to mention 


providing some swarm protection for your Ring- 
bearer. Also, if Gimli and Legolas are part of a mainly 
Elven fellowship, the extra wounds will help trigger 
some Elven skirmish abilities. Throw a couple copies 
of Quick As May Be at your opponent's minions, 
then let your archery total take over — there won't 


much left to fight! 


My Axe is Notched. Much like Final Count (in 


39. Wild Man Raid R 1 
Event. Maneuver: Spot 3 [Dunland] Men to discard a 
Free Peoples possession or condition. 


40. «Wulf, Dunlending Chieftain R 4 
Minion ¢ Man. Fierce. Response: If another [Dunland] 
Man wins a skirmish, exert Wulf to take control of a 
site. 10/2/3[TT} 


41. Axe of Erebor R 2 
Possession * Hand Weapon. Bearer must be Gimli. He 
is damage +1. Skirmish: Discard a [Dwarven] condi- 
tion or a card stacked on a [Dwarven] condition to 
make Gimli strength +1. +2/- 


42. Best Company C0 
Event. Skirmish: Make a Dwarf strength +2 (or +4 if at 
a battleground). 


43. Come Here Lad U 0 
Event. Fellowship: Stack the top 2 cards from your 


ELVEN. 


Legolas, Dauntless 
Hunter. This is the new 
essential for all sorts of 
viable pool-choke decks. 
Spotting two unbound 
Hobbits can be tricky, but it 
can be well worth the trou- 
ble of keeping Merry and 
Pippin alive. Any powerful 
cost-reducing Shadow card 
now becomes horribly inef- 
ficient. Goblin Armory, 
Morgul Gates, and Under the 
Watching Eye now cost two 
twilight each, while previ- 
ously formidable skirmish 
and maneuver events like 
Savagery to Match Their 


Numbers, Bred for Battle, and Hate also have 


Axe of Erebor. The core card of the Dwarven 
card-stacking strategy, Axe of Erebor not only pro- 
vides you with a means to win skirmishes, it gives 
you a way to channel those cards you've put on 
Dwarven conditions. Ever My Heart Rises, From the 
Armory, and Here Is Good Rock will all have cards 


stacked on them at some point during a game, and 
the Axe is the logical way to bring those cards 


draw deck on a [Dwarven] condition that has a card 
already stacked on it. 


44. «Courtesy of My Hall C 1 
Condition. Plays to your support area. When you play 
this condition, stack a card from your discard pile 
here. Fellowship: Discard a Free Peoples card stacked 
here to heal a Dwarf. 


45. Dwarven Foresight R 0 
Event. Fellowship: Spot a Dwarf to take a Free Peoples 
card stacked on a [Dwarven] condition into hand. 


46. eEver My Heart Rises R 3 
Condition. Tale. Plays to your support area. When you 
play this condition, reveal the top 6 cards of your 
draw deck and stack them here. Fellowship: Spot a 
Dwarf and discard the top card of your draw deck to 
take a Free Peoples card stacked here into hand. 


47. From the Armory UO 
Condition. Plays to your support area. Skirmish: Exert 
a Dwarf and stack a Free Peoples card from hand here 
to prevent all wounds to that Dwarf. 


ship, because you had to play 
all sorts of silly Elf compan- 


together. It's a hub for Dwarven cycling. 





48. Gimli, Lockbearer R 2 
Companion * Dwarf. Damage +1. Gimli is strength +1 for 
each unbound Hobbit companion you can spot. 6/3/A 


49. eGimli, Unbidden Guest C 2 
Companion ¢ Dwarf. Damage +1. Skirmish: Exert Gimli 
to make an unbound companion strength +1 (or +2 if 

that companion is Legolas). 6/3/G 


50. *Here Is Good Rock C 1 
Condition. Tale. Plays to your support area. Skirmish: 
Stack a Free Peoples card from hand here to make a 
Dwarf damage +1. 


51. Khazad Ai-ménu C 1 
Event. Skirmish: Make a Dwarf strength +2 (or 
strength +3 and damage +1 if you spot Legolas). 


52. My Axe Is Notched R 1 
Condition. Plays to your support area. Each time Gimli 
wins a skirmish, place a [Dwarven] token on this card. 
While you can spot X [Dwarven] tokens on this card 
and the same number of [Elven] tokens on Final 
Count, Gimli is strength +X (limit +3). 


ions to make it useful. Second, 


in The Two Towers, there are 
some awfully useful compan- 
ions to play it on (i.e., com- 
panions who won't get killed 
after only one skirmish). The 
Elven Bow is so strong in this 
new set that players will see 
more cards like Spies of 
Saruman, Saruman, Keeper of 
Isengard, Saruman, Rabble- 
rouser, Wreathed in Shadow 
and Hides to deal with it. 


3 tcost of eich Shadow event 
= condition is +1 for : 


bou d Hobbit you can spot. BE 
Ey are far, fr avy. J know in my Peart OH 
cain ee 


Lorien Swordsman. With 
the current buzz surround- 
ing Eomer, Third Marshal of 

Riddermark, it surprises me that no one has 


to liberate a site. F 
in de Juin tit 
nds a5 we come fo honor thar allegiance,”” : 





53. Quick As May Be U1 
Event. Maneuver: Spot a Dwarf companion and an Elf 
companion to wound.a minion. 


54. Rest by Blind Night R 0 
Event. Regroup: Shuffle any number of [Dwarven] 
conditions (and all cards stacked on them) into your 
draw deck. 


55. Restless Axe R 2 
Event. Regroup: Exert a Dwarf to shuffle a [Dwarven] 
condition (and all cards stacked on it) into your draw 
deck. Exert a minion for each card shuffled into your 
draw deck. 


56. Search Far and Wide C 0 
Event. Fellowship: Spot a Dwarf and discard the top 
card of your draw deck to draw 2 cards. 


57. Stout and Strong U 0 
Condition. Plays to your support area. Each time a 
Dwarf wins a skirmish, you may place a [Dwarven] 
token on this card. Skirmish: Make an unbound com- 
panion strength +1 for each [Dwarven] token here 
(limit +3). Discard this condition. 


58. Alliance Reforged R 3 
Event. Tale. Fellowship: Draw a card for each Elf com- 
panion you spot. 


59. Arrow and Blade UO 
Event. Skirmish: Exert X Elf companions to make a min- 
ion skirmishing an unbound companion strength -X. 


60. Blades Drawn U 1 
Condition. To play, spot 3 Elves. Plays to your support area. 
For each wound on each minion, that minion is strength -2. 
Discard this condition during the regroup phase. 


61. Company of Archers R 1 
Event. Archery: Spot 2 Elf companions to discard a 
condition. 


Towers, Lorien Swordsman can wield a bow 
and add to the archery total with it. 


Elven Sword. Any Elven companion can be a 
skirmishing marvel when equipped with a 
weapon like this. Although close to Gwemegil in 
gameplay function, the Elven Sword follows the 
strength-reducing pattern of the Lorien elves 
from The Two Towers. This sword provides the 
great ability to cycle your hand. What Gwemegil 
used to accomplish can be taken care of by this 
simple common card. If Arwen dies, Gwemegil is 
useless, but the Elven Sword can go on any Elf. 


Final Count. I can’t stress enough how 


Ulairé Cantéa and Troop of Uruk-hai defined 


the Fellowship environment by making most 
weapons useless. Players began to look for 

other ways to add strength to their compan- 
ions, like The Last Alliance of Elves and Men, 


their costs increased by two. 


Elven Bow. This card was in the first set! 
Why is it one of the top five here and not back 
then? First, it wasn’t terribly useful in Fellow- 


noticed this little powerhouse. Combined with 
any amount of archery support, an Elven Sword, 
and a couple of skirmish events, this guy will 
eliminate larger minions easily. Any high-vitali- 
ty minion may now suffer for being too hardy. 
Also, unlike many other elves in The Two 
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There and Back Again, and Gift of the Evenstar.. 
Final Count extends this option to the previous 
underdogs, the Elves. Legolas suddenly 
becomes an even more formidable fighter, espe- 
cially when equipped with Bow of the 
Galadhrim and Long-knives of Legolas. 











62. Elven Bow 
Possession * Ranged Weapon. Bearer must be an Elf. 
Bearer is an archer. 


U 1 


63. Elven Brooch U 1 
Possession * Brooch. To play, spot an Elf. Bearer must 
be a companion. Response: If another possession 
borne by bearer is about to be discarded, discard this 
possession instead. 


64. Elven Sword C1 
Possession * Hand Weapon. Bearer must be an Elf. 
Skirmish: Exert bearer or discard 2 cards from hand 
to make a minion skirmishing bearer strength -1. +1/- 


65. eErethén, Naith Lieutenant R 2 
Companion « Elf. To play, spot an Elf. While Erethén 
bears a ranged weapon, he is strength +1 and damage 
+1, and he does not add to the fellowship archery 
total. 6/3 


66. Feathered U1 
Event. Skirmish: Make a minion skirmishing an Elf 
strength -2 for each wound on that minion. 





power. Once players 
realize that it’s easier 
(and sometimes benefi- 
cial) to flood the twilight 
pool than to minimize it, 
Gandalf will capitalize on 
this, especially with some 
of his new high-cost 
maneuver and skirmish 
events. Having a 10- 
strength companion is a 
great bonus, especially 
when he can wield both 
his new staff and ride 
Shadowfax, giving him five 
vitality, a possible strength 
of 12, and damage +2. 
Grown Suddenly Tall. 





































GANDALF 


Shadowfax. This card is a real beast — no kid- 
ding! He’s awesome. Does anyone remember Ulairé 
Cantéa and Troop of Uruk-hai giving players a 
headache? They just don’t work anymore with 
Shadowfax carting Gandalf to battle, because he’s a 
possession — not a weapon — whose bonuses these 
minions can’t nullify. He is, however, a finicky horse 
since he won't allow you to carry a hand weapon. 
Glamdring, Gandalf’s former weapon of choice, 
becomes nearly obsolete, as Shadowfax is really dam- 
age +1 in disguise. In combination with the Walking 
Stick, Gandalf will really be a damage +3. 


Gandalf, the White Wizard. Gandalf has always 
been an enigma to the Free Peoples of Middle-earth. 
His actions and counsels were often misunderstood. 
The White Wizard is an enigma for LotR players as 
well, relying on unspent enemy resources to fuel his 


67. *Fereveldir, Son of Thandronen C 2 
Companion ¢ Elf. To play, spot an Elf. Skirmish: Exert 

Fereveldir and discard an [Elven] token from your con- 
dition to wound a minion Fereveldir is skirmishing. 5/3 


68. ¢Ferevellon, Son of Thandronen C 2 
Companion ¢ Elf. To play, spot an Elf. Skirmish: Exert 

Ferevellon to make a minion skirmishing him strength 
-2. 5/3 


69. ¢Final Count 

Condition. Plays to your support area. Each time 
Legolas wins a skirmish, you may place an [Elven] 
token on this card. While you can spot X [Elven] 
tokens on this card and the same number of 
[Dwarven] tokens on My Axe Is Notched, Legolas is 
strength +X (limit +3). 


70. Flashing Steel C 0 
Event. Skirmish: Exert an Elf to make a minion skir- 
mishing that Elf strength -3. 


71. eHaldir, Emissary of the Galadhrim C 2 
Companion « Elf. While no opponent controls a site, 
Haldir is strength +2. Regroup: Exert Haldir at a battle- 
ground and exert another Elf to liberate a site. 5/3 


72. Killing Field R 1 
Condition. To play, spot 3 Elves. Plays to your support 
area. Each wounded minion is prevented from being 

fierce. Discard this condition during the regroup phase. 


73. «Legolas, Dauntless Hunter R 2 
Companion « Elf. Archer. The twilight cost of each 
Shadow event and Shadow condition is +1 for each 
unbound Hobbit you can spot. 6/3/A 


74. eLegolas, Elven Comrade C 2 
Companion « Elf. Archer. Skirmish: Exert Legolas to 
make a minion skirmishing an unbound companion 
strength -1 (or -2 if that companion is Gimli). 6/3/G 


75. Lembas R 1 
Possession. To play, spot 3 Elves. Bearer must be a 
companion. Regroup: Discard this possession to rec- 
oncile your hand. 


76. Lérien Guardian C 2 
Companion ¢ Elf. Regroup: Exert this companion to 
make a Shadow player wound a minion. 5/3 


77. Lérien Ils Most Welcome U1 
Condition. To play, spot 3 Elves. Plays to your support 
area. Each wounded minion loses all damage bonus- 
es. Discard this condition during the regroup phase. 


R 1 
























For those of you who enjoyed the power of Sleep, 
Caradhras, Grown Suddenly Tall provides all of its 
bonuses with none of its drawbacks — though it 
costs almost twice as much. Is increased cost really a 
drawback compared to the exertion required by 
Sleep, Caradhras? Most would say “no,” some would 
say “definitely.” But since keeping your characters 
alive and unharmed is all-important in this game, I'll 
have to go with “no” for now. 

Gandalf’s Staff, Walking Stick. Not quite as versa- 
tile as Gandalf’s Staff, Walking Stick is a bit more 
potent. Damage +2 can send almost any minion reel- 
ing if they lose a skirmish, and spotting two twilight 
pool makes this artifact only slightly harder to use 
than the older version. If you're already adding lots 
of twilight with The White Wizard, this shouldn't be 
too hard to accomplish. Good ways to ensure that 
your two (or three) pool will be around during the 
skirmish phase include Deep In Thought, 
Shoulder to Shoulder or ... 


Mithrandir, Mithrandir! Overwhelming 
the Ring-bearer is a huge factor in the game 
and the best way to achieve it is to play 
more minions than your opponent has 
companions. Many of these minions may 
be inexpensive to play and will therefore 
have lower stats than most. Take Moria 
goblins, for example. The average goblin 
has a strength of five or six and a vitality 
of one. This card will clean up those gob- 
lins and also be a factor against both 
Raiders and Uruk-hai from The Two 
Towers, protecting your fellowship from 
an opponents swarm and enabling you to 
move twice. 
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78. Lérien Swordsman C 2 
Companion « Elf. Each minion skirmishing this compan- 
ion is strength -2 for each wound on that minion. 5/3 


79. Night Without End R 1 
Event. Response: If an Elf wins a skirmish, exert that 
Elf to liberate a site or wound a minion. 


80. eOrdulus, Young Warrior U1 
Companion ¢ Elf. To play, spot an Elf. The twilight cost 
of each ranged weapon played on Ordulus is -1. 5/2 


81. e-Pengedhel, Naith Warrior U 2 
Companion « Elf. To play, spot an Elf. While Pengedhel 
bears a ranged weapon, he is strength +2 and he does 
not add to the fellowship archery total. 6/3 


82. Strength of Arms U1 
Condition. Plays to your support area. Each time an 
Elf wins a skirmish, you may place an [Elven] token 
on this card. Skirmish: Make a minion skirmishing an 
Elf strength -1 for each [Elven] token here (limit -3). 
Discard this condition. 


83. Supporting Fire C1 
Event. Skirmish: Make an Elf strength +2 (or +3 if you 
spot 3 Elf companions). 


84. Sword-wall R 2 
Event. Skirmish or Regroup: Spot 3 Elf companions to 
liberate a site or exert a minion. 


85. eThandronen, Veteran Protector C 2 
Companion ¢ Elf. To play, spot an Elf. Regroup: Exert 
Thandronen to discard a minion stacked on a condi- 
tion or stacked on a site. 5/3 


86. eThénnas, Naith Captain U2 
Companion ¢ Elf. To play, spot an Elf. While Thénnas 
bears a ranged weapon, each minion skirmishing him 
is strength -2 and Thénnas does not add to the fellow- 
ship archery total. 6/3 


87. Valor 
Event. Skirmish: Make an Elf strength +2 (or +3 if 
skirmishing a wounded minion). 


88. *Behold the White Rider U 2 
Condition. Plays to your support area. Each time 
Gandalf wins a skirmish, you may place a [Gandalf] 
token here. Skirmish: Wound a minion skirmishing 
Gandalf for each [Gandalf] token here. Discard this 
condition. 
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89. eGandalf, Greyhame R 4 
Companion ¢ Wizard. Fellowship: If the twilight pool 
has fewer than 2 twilight tokens, add @ to play a 
character from your discard pile. 7/4/T 


90. Gandalf, The White Wizard C 4 
Companion * Wizard. While you can spot 3 twilight 
tokens, Gandalf is strength +3. 7/4/G 


91. eGandalf's Staff, Walking Stick R 2 
Artifact * Staff. Bearer must be Gandalf. While you can 
spot 2 twilight tokens, Gandalf is damage +2. -/+1 


92. Grown Suddenly Tall R 5 
Event. Spell. Fellowship: Spot Gandalf to discard all 
conditions. 


93. Have Patience C 3 
Event. Fellowship: Spot Gandalf to heal an unbound 
companion twice. 


94. eHearken to Me R 0 
Condition. Spell. To play, spot Gandalf. Bearer must be 
Théoden. Discard all Shadow conditions on Théoden. 
Shadow conditions may not be played on Théoden. +2/+1 


95. Into Dark Tunnels R 3 
Event. Spell. Response: lf you play a [Gandalf] event, 
exert Gandalf twice to place that event in your hand 
instead of your discard pile. 


96. Keep Your Forked Tongue U1 
Event. Skirmish: Spot Gandalf and 3 twilight tokens to 
prevent all wounds to a companion who has the Gan- 
dalf signet. 


97. Long | Fell C 2 
Event. Spell. Skirmish: Spot Gandalf to prevent all 
wounds to him. Any Shadow player may make you 
wound a minion to prevent this. 


98. Mithrandir, Mithrandir! C 3 
Event. Spell. Maneuver: Exert Gandalf to wound each 
minion who has strength of 6 or less. 


99. Roll of Thunder U 3 
Event. Fellowship or Maneuver: Spot Gandalf to dis- 
card a Shadow possession or Shadow artifact. 


100. *Shadowfax R 2 
Possession * Mount. Bearer must be Gandalf. Discard 
any hand weapon he bears. Gandalf may not bear a 
hand weapon. At the start of each skirmish involving 
Gandalf, each minion skirmishing him must exert. +2/- 


101. Stump and Bramble U 1 
Event. Maneuver: Spot an [Isengard] minion and an 
Ent ally. Until the regroup phase, that ally is damage 
+2 and participates in archery fire and skirmishes. 


102. Task Was Not Done C 3 
Event. Spell. Regroup: Exert Gandalf to discard up to 
2 wounded minions. 


103. eTreebeard, Earthborn R 4 
Ally * Home 2[TT] & 8[TT] « Ent. Unhasty. Response: 
lf an unbound Hobbit is about to be discarded, stack 
him here instead. Fellowship: Exert Treebeard and add 
@ to play an unbound Hobbit stacked here. 12/4 


104. *Treebeard, Oldest Living Thing C4 
Ally * Home 2[TT] & 8[TT] ¢ Ent. Unhasty. Fellowship: 
Exert Treebeard and discard an unbound companion 
from hand to heal an unbound companion. 12/4 


105. Under the Living Earth C1 
Event. Skirmish: Make Gandalf strength +1 for each 
twilight token you spot (limit +5). 


106. Well Met Indeed R 5 
Event. Fellowship: Spot an Elf, a [Gondor] Man, and a 
Dwarf to play Gandalf from your dead pile. 


107. Windows in a Stone Wall R14 
Condition. To play, exert an Ent. Plays on that Ent. Re- 
sponse: If an [Isengard] minion is killed, discard this 
condition to reveal the top 10 cards of an opponent's 
draw deck. Discard 1 Shadow card and 1 Free Peoples 
card revealed. Your opponent reshuffles that deck. 


108. Wizardry Indeed U4 
Event. Maneuver: If you can spot more minions than 
companions, exert Gandalf to make an opponent dis- 
card a minion. 





GONDOR 


Faramir, Son of Denethor. 
Much like his older brother, 
Boromir, Lord of Gondor, | 
affectionately call this guy 
“The Insurance Salesman.” 
Once you assign Faramir to a 
skirmish, there are literally 
no surprises that your oppo- 
nent can throw at him. He is 
the wall that a sea of minions 
will break upon. With a 
Sword of Gondor, a Flaming 
Brand, and Boromir, My 
Brother, it’s rare that any 
Nazgul, Sauron Orc or 
Uruk-hai will defeat him in a skirmish. His 
ability is so far-reaching in its capabilities that 
I don’t think anyone can really predict how 
powerful he really is. 


Aragorn, Heir of Elendil. He's not a ranger, 
he doesn’t heal anyone, and he doesn’t remove 
twilight pool — but straight-up “defender +1” 
is hard to beat! This Aragorn is the greatest 
fighter in LotR to date. He'll take on Moria 


time. Not only will he 
gain +4 strength from 
Swordarm of the White 
Tower, but with his new 
sword, The Last Alliance 
of Elves and Men, and a 
Flaming Brand, he might 
even take on a couple 
Nazgtl and survive — or 
win. A dangerous card to 
look out for with this guy 
is Boromir’s Gauntlets. He'll 
defend against a couple of 
minions and then exert to 
cancel his skirmish. 


Help in Doubt and Need. 
Similar in effect to Trust Me As You Once Did, Help 
in Doubt and Need allows a player to centralize or 
evenly distribute the number of wounds his com- 
panions will take. If Aragorn or Boromir are in trou- 
ble, Eowyn or Eomer can exert, or vice versa. In 
combination with some of Rohan’ healing villagers, 
Eowyn, Sister-daughter of Théoden, and Armor or 
Coat of Mail, this card can wipe the floor with any 
Uruk-hai deck. Hopefully it will increase the impor- 
tance of canceling Free Peoples conditions so that 


Discovered will see play more often. 


Boromir, My Brother. A central card to a 
new deck archetype, Boromir, My Brother not 
only boosts Faramir’s capabilities (he may 
make an extra exertion and he’s 33% harder to 
kill), but also allows him to help other Ring- 
bound rangers in the fellowship. In a core- 
Gondor deck, the difference between winning 
and losing a skirmish may often come down to 
a single +1 strength bonus. Hand cycling is 
also an essential part of LotR, and Boromir, My 
Brother's ability to get rid of unwanted cards is 
a great asset. 


Mablung, Soldier of Gondor. Gondor 
rangers are experts at tracking and slaying 
roaming minions. Mablung (as well as Faramir, 
Captain of Gondor and Damrod, Soldier of 
Gondor) has the ability to capitalize on his 
lesser companions’ abilities. Equipped with a 
Ranger's Bow, he can kill any roaming minion 
with only two exertions. The real question is, 
“How do I heal this guy so I can use him again 
and again?” The answer: Use cards like 
Athelas, Have Patience, Master of Healing, 
Might of Numenor, Aragorn’s Pipe, or just 


minions, Uruks, and Sauron trackers two at a 


109. eAragorn, Heir of Elendil C4 
Companion « Man. Defender +1. 8/4/G 


364. eAragorn, Wingfoot P 
Companion ¢ Man. Ranger. Each time the fellowship 
moves, you may wound a minion for each unbound 
Hobbit you spot. 8/4/A 


110. Arrows Thick in the Air U 3 
Event. Archery or Skirmish: Exert 2 Ring-bound Men 
to wound each roaming minion. 


111. eBoromir, My Brother R 0 
Condition. Bearer must be Faramir. Skirmish: Discard 
a [Gondor] card from hand to make a Ring-bound 
Man strength +1. -/+1 


112. eBoromir’s Gauntlets C 1 
Possession * Gauntlets. Bearer must be a [Gondor] 
Man. Skirmish: Exert bearer to cancel a skirmish 
involving bearer. Any Shadow player may remove 

to prevent this. 


113. Curse Them C 0 
Event. Skirmish: Exert a Ring-bound Man to cancel a 
skirmish involving a roaming minion. 


114. eDamrod, Ranger of Ithilien U 2 
Companion ¢ Man. Ring-bound. Ranger. To play, spot 
a Ring-bound Man. Skirmish: Exert Damrod to 
exhaust a Man he is skirmishing. 6/3 


115. Defend It and Hope C 0 
Event. Maneuver: Exert a [Gondor] Man to wound a 
minion once (or twice if that minion is an Uruk-hai). 


116. *Faramir, Captain of Gondor R 3 
Companion ¢ Man. Ring-bound. Ranger. The twilight 
cost of each other [Gondor] Man in your starting fel- 
lowship is -1. While skirmishing a roaming minion, 
Faramir is strength +2. 7/3/A 
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117. ¢Faramir, Son of Denethor C 3 
Companion * Man. Ring-bound. Ranger. An opponent 
may not play skirmish events or use skirmish special 

abilities during skirmishes involving Faramir. 7/3/F 


118. ¢Faramir’s Bow R 1 
Possession * Ranged Weapon. Bearer must be 
Faramir. He is an archer. Skirmish: If Faramir is skir- 
mishing a Man or a roaming minion, exert Faramir to 
wound that.minion. 


119. eFaramir’s Cloak R 0 
Possession ¢ Cloak. Bearer must be Faramir. Each 
roaming minion skirmishing a Ring-bound Man is 
strength -1. 


120. Forbidden Pool R 0 
Condition. Plays to your support area. While the fel- 
lowship is at site 6[TT], each Ring-bound Man takes 
no more than 1 wound during each skirmish phase. 
Fellowship: Add @ and discard this condition to heal a 
Ring-bound Man. 


121. *Forests of Ithilien RO 
Condition. Plays to your support area. While the fel- 
lowship is at site 5[TT], the site number of each Man 
in a skirmish is +2. Regroup: Discard this condition 
and exert a Ring-bound Man to liberate a site. 


122. Gondorian Ranger C 2 
Companion « Man. Ring-bound. Ranger. The site num- 
ber of each minion assigned to skirmish a Ring-bound 
Man is +2. 5/3 


123. Hard Choice U1 
Event. Fellowship: Spot Aragorn to heal a companion 
who has the Aragorn signet twice. 


124. Help in Doubt and Need R 2 
Condition. Plays to your support area. Skirmish: Exert 
an unbound [Gondor] Man to make a [Rohan] com- 
panion strength +2, or exert a [Rohan] companion to 
make an unbound [Gondor] Man strength +2. 


125. eHenneth Annin R 
Condition. Plays to your support area. While the fel- 
lowship is at site 6[TT], each roaming minion skir- 
mishing a Ring-bound companion is strength -2. 
Skirmish: Spot a [Gondor] Man and discard this con- 
dition to wound a roaming minion. 


126. elthilien Trap U 2 
Condition. Plays to your support area. Each time a 
[Gondor] Man wins a skirmish, you may place a 
[Gondor] token here. Maneuver: Exert a minion for 
each [Gondor] token here (limit 3). Discard this condi- 
tion. 


127. eMablung, Soldier of Gondor U 2 
Companion * Man. Ring-bound. Ranger. To play, spot 
a Ring-bound Man. Skirmish: Exert Mablung to 
exhaust a roaming minion he is skirmishing. 6/3 


128. New Errand C1 
Event. Skirmish: Spot a Ring-bound Man to make a 
minion’s site number +2. If that minion loses this skir- 
mish, you may wound a minion. 


129. Pathfinder C0 
Event. Fellowship or Regroup: Spot a ranger to play 
the fellowship’s next site (replacing opponent's site if 
necessary). 


cards like Shadow’s Reach, The Pale Blade, and 


130. Ranger of Ithilien C 3 
Companion ¢ Man. Ring-bound. Ranger. When this 
companion is in your starting fellowship, his twilight 
cost is -1. While skirmishing a roaming minion, this 
companion is strength +2. 6/3 


131. Ranger's Bow C1 
Possession * Ranged Weapon. Bearer must be a Ring- 

bound Man. Skirmish: If bearer is skirmishing a Man or 
a roaming minion, exert bearer to wound that minion. 


132. «Ranger's Sword, Blade of Aragorn U1 
Possession * Hand Weapon. Bearer must be Aragorn. 
While skirmishing an Uruk-hai, Aragorn is strength 
+2. +2/- 


133. eRuins of Osgiliath R 0 
Condition. Plays to your support area. While the fel- 
lowship is at site 7[TT], each Ring-bound Man is 
defender +1. Skirmish: Spot a Ring-bound Man and 
discard this condition to wound an opponent's Man. 


134. Sword of Gondor C1 
Possession * Hand Weapon. Bearer must be a 
[Gondor] Man. While skirmishing a Man or a roaming 
minion, bearer is damage +1. +2/- 


135. War and Valor C 0 
Event. Skirmish: Make a [Gondor] Man strength +2 (or 
+3 and damage +1 if skirmishing a roaming minion). 


136. Advance Uruk Patrol U5 
Minion * Uruk-hai. Damage +1. While at a battle- 
ground, this minion is fierce. While you control a bat- 
tleground, this minion is strength +4. 10/3/5[TT] 


137. Attack on Helm’s Deep C 0 
Condition. Plays to your support area. Shadow: Play 
an Uruk-hai to place an [lsengard] token on this card. 
Regroup: Remove 3 [Isengard] tokens from this card 
and discard an Uruk-hai to take control of a site. 


138. Band of Uruk Bowmen U5 
Minion ¢ Uruk-hai. Archer. Damage +1. While you con- 
trol a site, the minion archery total is +1. 7/3/5[TT] 


139. Banished R 0 
Condition. To play, exert Saruman or an [Isengard] 

Man. Plays on a Free Peoples Man. Each time another 
ally or companion loses a skirmish, bearer must exert. 


140. Beyond All Hope 5 
Event. Maneuver: Exert 2 Uruk-hai to add a burden for 
each card in the dead pile. 


141. Beyond Dark Mountains C 0 
Event. Response: If a companion or ally is killed, exert 
an [Ilsengard] minion to add a burden (or 2 burdens if 


* Aragorn, Gandalf, or Théoden is killed). 


142. Broad-bladed Sword C1 
Possession * Hand Weapon. Bearer must be an Uruk- 
hai. Bearer may not take wounds (except during skir- 
mish phases). +2/- 


143. Brought Back Alive U 
Event. Search. Assignment: Exert an [Isengard] track- 
er to assign it to an unbound companion. That com- 
panion may exert to prevent this (unless that compan- 
ion is a Hobbit). 
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another copy of Mablung discarded to heal. 





144. Burning of Westfold R 0 
Condition. Plays to your support area. Shadow: If you 
control a site, play an Uruk-hai to discard a Free 
Peoples condition. 


145. Cloud of Arrows C0 
Event. Archery: Exert an [Isengard] archer to make the 
minion archery total +1 and the fellowship archery 
total -1. 


146. Come Down R 0 
Condition. Plays to your support area. Archery: Spot 2 
[Isengard] archers to make allies take wounds from 
archery fire instead of companions. 


147. Covering Fire U0 
Condition. To play, spot 2 [lsengard] archers. Plays to 
your support area. The Free Peoples player may not 
play archery events or use archery special abilities. 
Discard this condition during the regroup phase. 


148. *Down to the Last Child U 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving an Uruk- 
hai, place an [lsengard] token on this card. Shadow: 
Remove 2 [Isengard] tokens from this card to take 
control of a site. 


149. Driven Back R 3 
Event. Archery: Spot 2 [lsengard] archers to make the 
minion archery total +1 for each card in the dead pile. 


150. *Elite Crossbowmen R7 
Minion ¢ Uruk-hai. Archer. Damage +1. Archery: Exert 
Elite Crossbowmen to make the Free Peoples player 
wound an unbound companion; this minion does not 
add to the minion archery total. 9/3/5[TT] 


151. Ferocity C 0 
Event. Skirmish: Make an Uruk-hai strength +2 (or +3 
if at a battleground). 


152. Get Back U 0 
Event. Assignment: Prevent an [Isengard] tracker from 
being assigned to a skirmish by any player. 


153. Grima, Son of Galméd C2 
Minion * Man. Each unbound companion (or ally) 
bearing a Shadow condition is stréngth -1. 4/3/3[TT] 


154. eGrima, Wormtongue R 2 
Minion * Man. Maneuver: Exert Grima and spot an 
unbound companion bearing 3 or more cards to 
return each Free Peoples card that companion bears 
to its owner's hand. 4/3/3[TT] 


155. Haunting Her Steps U0 
Event. Response: If a special ability of an ally or unbound 
companion is used, exert Grima to cancel that action. 


156. Kill Them Now C 0 


Event. Skirmish: Make an [Isengard] tracker strength +2 
(or +4 if skirmishing a character bearing a search card). 
157. Leechcraft RO 
Condition. Spell. To play, exert Saruman or an 
[Isengard] Man. Plays on a Free Peoples Man. Special 
abilities in bearer's game text may not be used. -1/- 
158. Lieutenant of Orthanc R7 
Minion ¢ Uruk-hai. Damage +1. Maneuver: Exert 
Lieutenant of Orthanc to make another Uruk-hai fierce 


until the regroup phase. 12/3/5[TT] 











159. Many Riddles U 1 
Condition. Search. To play, exert an [Isengard] tracker. 
Plays on a companion (except the Ring-bearer). 
Assignment: Exert an [Isengard] tracker and remove 
@ to assign that tracker to bearer. Bearer may exert to 
prevent this. -1/- 


160. eMauhdr, Patrol Leader R 3 
Minion ¢ Uruk-hai. Tracker. Fierce. Skirmish: Remove 
@ to prevent an [Isengard] tracker from taking 
wounds. 9/2/5[TT] 


161. Men Will Fall U1 
Event. Skirmish: Spot Saruman or an [lsengard} Man 
to make an unbound companion strength -2. 


162. New Power Rising R 2 
Event. Regroup: Spot Saruman or an [lsengard] Man, 
reveal your hand, and discard all Free Peoples cards 
revealed to take an [Isengard] card into hand from 
your discard pile. 


163. No Dawn for Men R 2 
Event. Maneuver: Exert an Uruk-hai to exert X 
unbound companions, where X is the number of sites 
you control. 


164. eOrthanc Champion R 5 
Minion ¢ Uruk-hai. Damage +1. Assignment: Exert 
Orthanc Champion to assign it to an unbound com- 
panion. That companion may exert to prevent this. 
12/2/5[TT] 


165. Orthanc Warrior C 2 
Minion ¢ Uruk-hai. Damage +1. 7/2/5[TT] 


166. ¢The Palantir of Orthanc, Seventh Seeing-stone R 0 
Artifact ¢ Palantir. To play, spot an [Isengard] minion. 
Plays to your support area. Shadow: Spot an 
[Isengard] minion and remove @ to reveal the top 
card of any draw deck. You may place that card 
beneath that draw deck. 


167. Pillage of Rohan R 0 
Condition. Plays on a site you control. While an Uruk-hai 
is stacked on this site, the Free Peoples player may not 
play skirmish events or use skirmish special abilities. 
























hole in their strategy. This guy will 
see play in almost every 
tournament deck, for his 
special ability and because 
he’s required to play a lot of 
special Isengard conditions 
that meddle in the affairs of 
the Free Peoples. But 
beware — Grima has no 
effect on Ring-bound com- 
panions. 






Where Has Grima Stowed 
It? Another card which will 
cause a great deal of turbu- 

lence in The Two Towers play- 
ing environment, Where Has 
Grima Stowed It? will put 










ISENGARD 


Grima, Wormtongue. If ever there was an 
environment-defining card, Grima, Worm- 
tongue is it. Players will be torn between piling 
cards on key companions and distributing 
them evenly, possibly leaving an exploitable 


168. Race Across the Mark R 0 
Condition. Plays to your support area. Skirmish: Spot 
a site you control and remove @ to cancel a skirmish 
involving an Uruk-hai. 


169. «Ranged Commander R 4 
Minion ¢ Uruk-hai. Archer. The twilight cost of each 
[Isengard] archer is -1. Archery: Exert Ranged 
Commander to make the Free Peoples player wound 
an unbound companion; this minion does not add to 
the minion archery total. 8/2/5[TT] 


170. eRanks Without Number U 1 
Condition. Plays to your support area. Each time the 
Free Peoples player assigns an ally to a skirmish, you 
may play an [Isengard] minion from your discard pile. 
That minion’s twilight cost is -2. 


171. Rest While You Can R 1 
Condition. Search. To play, spot an [lsengard] tracker. 
Plays on a companion. Limit 1 per companion. If 
bearer is killed, reveal the top 10 cards of opponent's 
draw deck and discard 1 Shadow card and 1 Free 
Peoples card. Your opponent reshuffles that deck. 


172. Rohan Is Mine R 0 
Condition. To play, spot Saruman or an [Isengard] 
Man. Plays on a Free Peoples Man. Each time the Free 
Peoples player assigns bearer to a skirmish, exert 
each ally. 


173. *Saruman, Black Traitor R 4 
Minion * Wizard. Saruman may not take wounds dur- 
ing the archery phase and may not be assigned to a 
skirmish. When you play Saruman, you may discard a 
condition. Shadow: Exert Saruman to play Saruman’s 
Staff from your discard pile. 8/4/4[TT] 


174. eSaruman’s Staff, Wizard’s Device R 2 
Artifact * Staff. Plays on Saruman. He is fierce and 
damage +1. Maneuver: Make the first sentence of 
Saruman’s game text not apply until the regroup 
phase. +2/- 


175. Still They Came C 1 
Event. Skirmish: Exert an Uruk-hai who is not 
assigned to a skirmish to make another Uruk-hai 
strength +3. 


176. eUglik, Servant of Saruman R 4 
Minion ¢ Uruk-hai. Tracker. Fierce. The roaming penal- 
ty for each [Isengard] tracker you play is -2. While 
you can spot 2 [lsengard] trackers, Ugluk is strength 
+3. While you can spot 3 [Isengard] trackers, UglUk is 
damage +1. 9/3/5[TT] 


177. Uglik’s Sword R 1 
Possession * Hand Weapon. Bearer must be an Uruk- 
hai. Shadow: If bearer is Ugluk, exert it and discard a 
minion from hand to play a minion. Its twilight cost is 
-3. +3/- 


178. eUnferth, Grima’s Bodyguard C2 
Minion * Man. Each time the Free Peoples player 
assigns a companion or ally to an [Isengard] Man, 
that companion or ally must exert. 6/2/3[TT] 


179. Uruk Assault Band R 7 
Minion ¢ Uruk-hai. Damage +1. To play, spot an Uruk- 
hai. While at a battleground, this minion is fierce. 
While you control a battleground, this minion is 
strength +6. While you control 2 battlegrounds, this 
minion may not take wounds. 14/3/5[TT] 


180. Uruk Besieger C 2 
Minion ¢ Uruk-hai. Damage +1. Regroup: Stack this 
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players between a rock and a hard place. 
Regardless of which companions they put their 
possessions on, Grima or WHGSI? will get to 
them eventually. This event doesn’t even exert 
the little weasel, so he can use his own ability 
and this card in the same maneuver phase. 


What Did You Discover? 
This card could take the place 
of one of LotR’s greatest hand- 
cycling cards to date: They 
Are Coming. Though it won't 
work unless your opponent 
moves a second time, this is 
perhaps the most important 
time to use its ability. Since 
its function triggers after the 
Shadow player fills his hand, 
there are many options to 
discard and retrieve 
Isengard trackers. A great 
card in combination with 
The Palantir of Orthanc, it 
allows you to cycle your 
hand while playing cheap 
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minion on a site you control. Shadow: If stacked on a 
site you control, play this minion. Its twilight cost is - 
1. 6/2/5[TT] 


181. Uruk Chaser C 4 


Minion * Uruk-hai. Tracker. Fierce. During a fierce skir- 


mish involving this minion, it is strength +2. 9/2/5[TT] 


182. Uruk Crossbow Troop U 4 
Minion ¢ Uruk-hai. Archer. When you play this minion, you 
may place an [Isengard] token on a machine. 8/2/5[TT] 


183. Uruk Crossbowman C 3 
Minion ¢ Uruk-hai. Archer. Archery: Exert this minion 
to make the Free Peoples player wound an unbound 
companion; this minion does not add to the minion 
archery total. 6/2/5[TT] 


184. Uruk Defender C4 
Minion ¢ Uruk-hai. Damage +1. Skirmish: Exert this 
minion at a battleground to make another Uruk-hai 
strength +2. 9/2/5[TT] 


185. Uruk Fanatic C 4 
Minion * Uruk-hai. Damage +1. If there are at least 3 
cards in the dead pile, this minion is fierce. 9/2/5[TT] 


186. Uruk Follower R 5 
Minion ¢ Uruk-hai. Tracker. Fierce. Unbound Hobbits 
may not be discarded. Response: If an unbound 
Hobbit is killed, exert this minion to add a burden. 
10/3/5[TT] 


187. Uruk Foot Soldier C 1 
Minion ¢ Uruk-hai. Tracker. Fierce. During a fierce skir- 
mish involving this minion, it is strength +3 and dam- 
age +1. 5/1/5[TT] 


188. Uruk Hunter U 6 
Minion ¢ Uruk-hai. Tracker. Fierce. Unbound Hobbits 
may not be discarded. Response: If an unbound 
Hobbit is killed, exert this minion twice to exhaust a 
companion. 12/3/5(TT] 


189. Uruk Plains Runner C 2 
Minion ¢ Uruk-hai. 7/1/5[TT] 
190. Uruk Pursuer C 2 


Minion * Uruk-hai. Tracker. Fierce. Unbound Hobbits 
may not be discarded. Response: If an unbound 
Hobbit is killed, exert this minion to make the Free 
Peoples player wound an unbound companion. 
5/3/5[TT] 


191. Uruk Rear Guard C 6 
Minion * Uruk-hai. Damage +1. Skirmish: Exert this 
minion at a battleground to make another Uruk-hai 
strength +1. 12/4/5[TT] 


192. Uruk Regular C 3 
Minion * Uruk-hai. Damage +1. Shadow: Exert this 
minion to play an Uruk-hai; its twilight cost is -1 for 
each other Uruk-hai you can spot. 8/2/5[TT] 


193. Uruk Runner C 3 
Minion ¢ Uruk-hai. Tracker. Fierce. During a fierce skir- 
mish involving this minion, it is strength +2. 8/2/5[TT] 


194. Uruk Searcher U4 
Minion ¢ Uruk-hai. Tracker. Fierce. While skirmishing a 
character bearing a search card, this minion is 
strength +2 and damage +1. 9/2/5[TT] 


195. Uruk Seeker C 2 
Minion ¢ Uruk-hai. Tracker. Fierce. While skirmishing a 
character bearing a search card, this minion is 
strength +2 and damage +1. 6/2/5[TT] 
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trackers and clogging your opponent’ hand. 


Uruk Vanguard. The most widely useful of 
the large minions (next to the Cave Troll), this 
guy is as large and dangerous as the Balrog, 
plus he’s capable of showing up at any given 
site. You must spot another Uruk-hai to play 
him, but that’s what those cheap trackers are 
for. If you're playing with this monster, throw 
in a couple copies of Saruman, Servant of the 
Eye and watch your opponent flinch as he loses 
two companions. Even without that pesky wiz- 
ard, his high vitality can prove problematic for 
even the best of directed archery. 


Ugluk. If you're playing trackers, Ugluk is 
your man. He bests even the Sauron Orc track- 
ers in card efficiency and cost, allowing your 
Isengard trackers to show up at regular cost 
even when they would be roaming. Then 
there’s his 12 strength, three vitality, damage 
+1, and fierce, under the right circumstances. 
Uniqueness is his only drawback, if you can 
call it that. He can also use all those fun search 
cards, as well as his own unique weapon. 


196. Uruk Spear C1 
Possession * Hand Weapon. Bearer must be an Uruk- 
hai. Maneuver: Exert bearer to discard a Free Peoples 
mount. +2/- 


197. Uruk Stalker C 3 
Minion ¢ Uruk-hai. Damage +1. While an ally is in the 
dead pile, this minion is strength +3 and fierce. 8/2/5[TT] 


198. Uruk Stormer C 3 
Minion ¢ Uruk-hai. Damage +1. Each time a compan- 
ion or ally is killed during a skirmish involving an 
Uruk-hai, you may take control of a site. 8/2/5[TT] 


199. Uruk Trooper R 4 
Minion ¢ Uruk-hai. Damage +1. Regroup: Stack this 
minion on a site you control. Shadow: If stacked on a 
site you control, play this minion. Its twilight cost is - 
1. 9/2/5[TT] 


200. Uruk Vanguard R10 
Minion ¢ Uruk-hai. Damage +1 (or damage +2 if at a 
battleground). To play, spot an Uruk-hai. While at a 
battleground, this minion is fierce. 17/4/5[TT] 


201. Uruk Veteran “U 3 
Minion ¢ Uruk-hai. Damage +1. Regroup: Stack this 
minion on a site you control. Shadow: If stacked on a 
site you control, play this minion. Its twilight cost is - 
1. 8/2/5[TT] 


202. Uruk-hai Band U5 
Minion ¢ Uruk-hai. Damage +1. This minion is 
strength +2 for each site you control. 10/3/5[TT] 

203. Uruk-hai Horde R 6 
Minion ¢ Uruk-hai. Damage +1. The twilight cost of 
this minion is -1 for each site you control. 12/3/5[TT] 
204. Uruk-hai Marauder C 3 


Minion ¢ Uruk-hai. Damage +1. The twilight cost of 
this minion is -1 for each site you control. 8/2/5[TT] 


205. Uruk-hai Mob U5 
Minion ¢ Uruk-hai. Damage +1. The twilight cost of 

this minion is -1 for each site you control. 10/3/5[TT] 
206. Uruk-hai Patrol C4 


Minion ¢ Uruk-hai. Damage +1 (or damage +2 while 
you control a site). 9/2/5[TT] 


207. Uruk-hai Raiding Party C 4 
Minion  Uruk-hai. Damage +1. 9/3/5[TT] 
208. Vengeance U 0 


Event. Skirmish: Make an [Isengard] tracker strength +2 
for each card borne by the character it is skirmishing. 


209. Volley Fire R 3 
Event. Archery: Discard 2 [Isengard] archers to 
exhaust an unbound companion. 


210. We Are the Fighting Uruk-hai C 1 
Event. Skirmish: Make an Uruk-hai strength +2 (and 
damage +1 if you control a site). 


211. Weapons of Isengard R 2 
Condition. Machine. Plays to your support area. Sha- 
dow: Play an [Isengard] archer to place an [Isengard] 
token on this card. Archery: Remove 2 [Isengard] 
tokens from this card to make the minion archery total 
+2. Discard this condition. 


212. Weary C1 
Condition. Search. Plays on a companion or ally. Limit 
1 per character. Each time the Free Peoples player 
assigns bearer to skirmish an [Isengard] tracker, bear- 
er must exert. 
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213. What Did You Discover? R 1 
Condition. Search. Plays to your support area. Each 
time the fellowship moves during the regroup phase, 
you may discard 2 cards from hand to take an 
[Isengard] tracker from your discard pile into hand. 


214. Where Has Grima Stowed It? R 2 
Event. Maneuver: Spot Grima to discard a possession 
borne by an ally or unbound companion. 


215. Wounded R 0 
Condition. To play, exert an [Isengard] Man. Plays on a 
Free Peoples Man. When you play this condition, exert 
bearer. Wounds may not be removed from bearer. 


216. eArrow From the South U 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving a 
[Raider] Man, you may place a [Raider] token here. 
Archery: Heal a [Raider] archer for each [Raider] 
token here. Discard this condition. 


217. Desert Lancers U5 
Minion ¢ Man. Southron. To play, spot a [Raider] Man. 
Regroup: Exert Desert Lancers twice to take control of 
a Site. 11/3/4[TT] 


218. «Desert Legion R 6 
Minion * Man. Southron. Ambush @. While you can 
spot 4 burdens, this minion is strength +5. While you 
can spot 5 burdens, this minion is fierce. While you can 
spot 6 burdens, this minion is damage +1. 13/3/4[TT] 


219. eDesert Lord R 6 
Minion ¢ Man. Southron. Archer. Archery: Exert Desert 
Lord to exert a companion (except the Ring-bearer); 
Desert Lord does not add to the minion archery total. 
11/3/4[TT] 


220. Desert Soldier U4 
Minion ¢ Man. Southron. At the start of each skirmish 
involving this minion, you may remove © to wound a 
companion or ally he is skirmishing. 9/2/4[TT] 


221. Desert Spearman C 3 
Minion ¢ Man. Southron. At the start of each skirmish 
involving this minion, you may remove © to wound a 
companion or ally he is skirmishing. 8/2/4[TT] 


222. Desert Warrior C2 
Minion ¢ Man. Southron. At the start of each skirmish 
involving this minion, you may remove ® to wound a 
companion or ally he is skirmishing. 6/2/4[TT] 


223. Discovered R 1 
Event. Maneuver: Exert a [Raider] Man to discard a 
Free Peoples condition (or 2 Free Peoples conditions 
if you spot 3 burdens). 


224. Easterling Axeman C 2 
Minion ¢ Man. Easterling. While you can spot 2 bur- 
dens, this minion is strength +3 and fierce. 6/2/4[TT] 





Southron Assassin. The Southron Assassin fits 
well amongst the “tricky” Southron cards that deal 
direct damage to the Free Peoples player. His effect 
requires a lot of extra twilight pool to use, but South- 
rons are relatively good at generating extra pool. 
This card is another reason why playing Ring-bound 
companions becomes important. If your Ring-bearer 
is your only Ring-bound companion, Frodo’s going 
take an extra wound each time a Southron wins a 
skirmish. This card effectively makes every other 
Southron on the table damage +1. If two are in play 
and you have enough twilight to make them work, 
your opponent better kiss his Ring-bearer goodbye. 


Easterling Lieutenant. The Easterling Lieutenant 
and his counterpart, Easterling Guard, back the new 
path to corruption. Against any strategy that uses 
unbound companions, the Ring-bearer will accumu- 
late burdens quickly, allowing other corruption-rein- 
forcing cards like the Nazgal to work their magic. 
Against mainly Ring-bound decks, these minions 
may seem at a loss for efficiency, but combined with 
the right mix of skirmish enhancers, they'll do OK. 


Discovered. With the Easterlings’ ability to add 
burdens, this card will jump ahead as the new condi- 
tion-canceller of choice. With a relatively inexpensive 
cost of one twilight and one exertion, any Raider 
minion can kill a couple pesky Free Peoples condi- 
tions. No Stranger to the Shadows, The Tale of Gil- 


ting discarded. 





225. *Easterling Captain R 5 
Minion ¢ Man. Easterling. Fierce. Skirmish: Spot 2 bur- 
dens and remove @ to make an Easterling strength +2. 
Skirmish: Spot 4 burdens and remove @ to make an 
Easterling strength +3. Skirmish: Spot 6 burdens and 
remove @ to make an Easterling strength +4. 11/3/4[TT] 


226. Easterling Guard C 4 
Minion ¢ Man. Easterling. Each time this minion is 
assigned to an unbound companion, you may exert 
him to add a burden. 9/2/4[TT] 


227. Easterling Infantry C 3 
Minion ¢ Man. Easterling. While you can spot 3 bur- 
dens, this minion is fierce and damage +1. 8/2/4[TT] 


228. Easterling Lieutenant C 3 
Minion Man. Easterling. Each time this minion is 
assigned to an unbound companion, you may exert 
him to add a burden. 8/2/4[TT] 


229. Easterling Skirmisher R 1 
Minion ¢ Man. Easterling. When you play this minion, 
you may spot another Easterling to add @ for each 
burden (limit @). 5/1/4[TT] 


230. Easterling Trooper U4 
Minion * Man. Easterling. While you can spot 3 bur- 
dens, this minion is fierce and damage +1. 9/2/4[TT] 


231. eEastern Emyn Muil R 0 
Condition. Plays to your support area. Each Ring- 
bound companion moving from site 2[TT] must exert 
twice. Maneuver: Discard this condition and exert a 
[Raider] Man to exert a Ring-bound companion. 


232. Elite Archer U4 
Minion ¢ Man. Southron. Archer. Archery: Exert this 
minion to exert a companion (except the Ring-bearer); 
this minion does not add to the minion archery total. 
8/2/4[TT] 


233. Fearless U2 
Event. Skirmish: Make a Southron strength +1 for 
each burden you spot (limit +5), or make a [Raider] 
Man strength +2. 


234. Flanking Attack U 0 


Event. Maneuver or Skirmish: Exert a Southron to add ©. 


235. Gathering to the Summons C 0 
Event. Skirmish: Spot a [Raider] Man skirmishing a 
Ring-bound companion to add a burden. 


236. Howl of Harad U1 
Condition. Plays to your support area. Response: If a 
Southron wins a skirmish, remove © to make the Free 
Peoples Player wound a Ring-bound companion. 


237. elthilien Wilderness R 0 
Condition. Plays to your support area. At the start of 
each of your Shadow phases, if the fellowship is at site 
7[TT], 8[1T], or 9[TT] and the twilight pool has fewer 
than 7 twilight tokens, you may add ©. Skirmish: Dis- 
card this condition to make a [Raider] Man strength +2. 


galad, A Promise, and The Saga of Elendil are all great 
reasons to use this card. Getting rid of multiple con- 
ditions becomes easier when you don't have to play 
Saruman’s Power and risk your own conditions get- 


Vision From Afar. The Easterlings’ solution to an 
all Ring-bound deck, this card gives them the 
opportunity to get their burden mojo working when 
other options for corruption are minimal. Against 
unbound decks, this card simply increases the 
Easterlings’ effectiveness, especially in combination 
with larger minions like Easterling Captain. Again, 
this gives new options to Raider players who wish 
to incorporate the burden-spotting abilities of some 
of Fellowships Nazgal minions like Ulairé Enquéa 
and Ulairé Toldéa. 


Desert Lord. Directed archery actions on min- 
ions is another special-capability added by game- 
play in The Two Towers. The Desert Lord is the 
best at his chosen craft, allowing you to pick on 
specific companions and exhaust them before the 
skirmish phase. Other Southrons may then call on 
their bag of skirmishing tricks to eliminate these 
exhausted companions, either by using their own 
game text, handy weapons like the Southron 
Spear, or events like Whirling Strike. The only 

thing keeping this guy from being at the top of the 
heap is fellowship archery; he might not even 
make it to a skirmish after exhausting a compan- 
ion and himself in the process. 


238. Men of Harad R 0 
Condition. Plays to your support area. Shadow: Spot a 
site you control, spot 3 Southrons, and remove @ to 
draw a card. 


239. Men of Rhin C 2 
Event. Skirmish: Make a [Raider] Man strength +3 (or 
+4 if you spot 4 burdens). 


240. New Fear R 4 
Event. Regroup: Exert a [Raider] Man to add a burden 
for each companion over 4. The Free Peoples player 
may discard 2 companions (except the Ring-bearer) 
to prevent this. 


241. On the March C 2 
Event. Skirmish: Make a [Raider] Man strength +3 (or 
+5 if you spot 6 companions). 


242. Raiders From the East U0 
Condition. Plays to your support area. Shadow: 
Remove © and exert a [Raider] Man to place a 
[Raider] token here. Maneuver: Remove a [Raider] 
token here to add O. 


243. Rapid Fire R 6 
Event. Archery: Exert a [Raider] archer to make the 
minion archery total +1 for each burden (limit +5). 


244. «Regiment of Haradrim R 8 
Minion * Man. Southron. To play, spot a [Raider] Man. 
Regroup: Exert Regiment of Haradrim twice to take 
control of a site. 16/4/4[TT] 


245. Southron Archer R 3 
Minion * Man. Southron. Archer. While you can spot 
another Southron, the minion archery total is +1 for 
each site you control. 6/2/4[TT] 


246. Southron Assassin R 4 
Minion * Man. Southron. Each time a companion or 
ally loses a skirmish involving a Southron, you may 
remove @ to make the Free Peoples player wound a 
Ring-bound companion. 9/2/4[TT] 


247. Southron Bow R 3 
Possession * Ranged Weapon. Bearer must be a 
[Raider] Man. Bearer is an archer. While you can spot 
another [Raider] Man, the minion archery total is +1. 


248. Southron Bowman C 3 
Minion * Man. Southron. Archer. Archery: Exert this 
minion to exert a companion (except the Ring-bearer); 
this minion does not add to the minion archery total. 
6/2/4[TT] 


249. Southron Commander U5 
Minion * Man. Southron. Ambush @. Assignment: 
Spot 6 companions to assign this minion to the Ring- 
bearer. The Free Peoples player may discard an 
unbound companion to prevent this. 10/3/4[TT] 


250. Southron Explorer U 2 
Minion ¢ Man. Southron. Regroup: Exert this minion 
and remove @ to take control of a site. 5/3/4[TT] 
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251. Southron Fighter R 5 
Minion * Man. Southron. Ambush @. Maneuver: Exert 
this minion and spot 5 companions to make the Free 
Peoples player exert a companion. 10/3/4[TT] 


252. Southron Scout 
Minion * Man. Southron. Ambush @. 3/1/4[TT] 


253. Southron Sentry U4 
Minion « Man. Southron. Maneuver: Exert this minion 
to add @ for each site you control. 9/2/4[TT] 


254. Southron Soldier C 2 
Minion * Man. Southron. Ambush @. 4/1/4[TT] 
255. Southron Spear C1 


Possession * Hand Weapon. Bearer must be a 
Southron. Skirmish: Remove @ and exert bearer to 
wound a companion or ally bearer is skirmishing. +2/- 


256. Southron Troop R 7 
Minion * Man. Southron. Archer. Ambush @. To play, 
spot a Southron. Assignment: Spot 7 companions to 
assign this minion to the Ring-bearer. The Free 
Peoples player may make you discard a companion 
(except the Ring-bearer) to prevent this. 14/4/4[TT] 


257. Southron Veterans R 5 
Minion ¢ Man. Southron. Ambush @. Maneuver: Exert 
this minion and spot 6 companions to make the Free 
Peoples player exert 2 companions. 10/3/4[TT] 


258. Southron Wanderer C 3 
Minion ¢ Man. Southron. Ambush @. Assignment: 
Exert this minion and spot 5 companions to assign 
this minion to the Ring-bearer. The Free Peoples play- 
er may add © to prevent this. 8/2/4[TT] 


259. Vision From Afar R 
Event. Assignment: Assign an Easterling to the Ring- 
bearer. The Free Peoples player may add a burden to 
prevent this. 


260. Whirling Strike C 3 
Event. Skirmish: Wound a companion or ally skirmish- 
ing a [Raider] Man. 


261. Wrath of Harad R 1 
Condition. Plays to your support area. While you can 
spot a [Raider] Man, each Free Peoples event that 
spots or exerts a ranger gains this cost: “wound a 
companion.” Skirmish: Discard this condition to make 
a [Raider] Man strength +2. 


262. *Aldor, Soldier of Edoras R 1 
Ally * Home 3[TT] & 6[TT] * Man. Archery: Exert Aldor 
and spot a villager to make the fellowship archery 
total +1. 3/2 


263. *Brego U1 
Possession * Mount. To play, spot a [Rohan] Man. 
Bearer must be a Man, Elf, or Wizard. When you play 
Brego, you may heal bearer. At the start of each skir- 
mish involving bearer, each minion skirmishing bearer 
must exert. 


264. eCeorl, Weary Horseman U 2 
Companion « Man. Response: If your opponent is 
about to take control of a site, exert Ceorl and a vil- 
lager to prevent this. 6/3 


265. Elite Rider C 3 
Companion * Man. When this companion is in your 
starting fellowship, his twilight cost is -1. While skir- 
mishing a wounded minion, this companion is 
strength +2. 6/3 


266. «Eomer, Sister-son of Théoden C 3 
Companion * Man. While you can spot a [Rohan] 
Man, Eomer’s twilight cost is -1. At the start of each 
turn, you may heal a [Rohan] ally. 7/3/A 


267. eEomer, Third Marshal of Riddermark R 3 
Companion * Man. While you can spot a [Rohan] 
Man, Eomer’s twilight cost is -1. Eomer is strength +2 
for each wound on each minion he is skirmishing. 


7/3/T 





ply a bunch of Elven archery. 
He'll take on The Witch-king, 
The Balrog, and The Cave Troll. 
And Lurtz? He’s a cakewalk. 
Firefoot. While 36 cards for a 
culture is a good start (Gondor 
had only 31 in Fellowship), Rohan 
is still behind most cultures that 
existed from the start. It's hard to 
fit everything into a culture all at 
once, so there are only two Rohan 
cards that deal with swarm protec- 
tion: Firefoot is one. Eomer is 
defender +1 and becomes positively 
deadly with his mount, when you 
consider that both minions the 
Third Marshal defends against must 


ROHAN 


Simbelmyné. If you thought 
that A Wizard is Never Late was 
great, consider how many copies 
you'd play if it were able to get 
possessions, as well. How about if 
there were more than one 
Gandalf-culture companion? Sim- ; = 
belmyné is the lynchpin of the a nS ——_—. 
card-intensive, combo-intensive 7 _— : e 
Rohan culture. When you want to 
play with all sorts of nifty unique 
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a healthy dose of supporting allies, 
this is the card you want. It allows 
you to get combo-licious with your 





deck without needing multiple 
copies of unique cards. 


strength), you may want to give her Coat of 
Mail so she can take on really big minions like 


the Uruk Vanguard or Regiment of Haradrim. 


Eowyn, Sister Daughter of Théoden. There's 


no limit to how good Eowyn can be, except for 
the number of cards in your hand. She's the 
ultimate wound-soaking companion for facing 
damage +1, direct-damage, or fierce minions. 
In a sense, she’s the ultimate loser. Some great 
combos you can put together with Eowyn 
involve cool possessions. Give her Armor and 
youll only have to discard two cards each turn 
to keep her alive. If she carries her sword (+3 


268. eEomer’s Spear U 1 
Possession * Hand Weapon. Bearer must be a 
[Rohan] Man. If bearer is Eomer and he is mounted, 
Eomer is damage +2. +2/- 


269. *Eothain, Scout of the Mark R 2 
Companion « Man. Each time the fellowship moves to 
a plains site, each minion must exert. 6/3 


270. eEowyn, Lady of Rohan C 2 
Companion « Man. Valiant. Response: If an unbound 
companion is about to take a wound, exert Eowyn and 
add @ to prevent that wound. 6/3/T 


271. *Eowyn, Sister-daughter of Théoden R 2 
Companion ¢ Man. Valiant. Response: If Eowyn is 
exhausted and about to take a wound in a skirmish, 
discard 2 cards from hand to prevent that wound. 6/3/A 


272. eEowyn’s Sword wear 
Possession « Hand Weapon. Bearer must be Eowyn. 
While you can spot a villager, Eowyn is damage +1. 
+3/- 


273. Fight for the Villagers C 1 
Event. Skirmish: Make a [Rohan] Man strength +2 (or 
+3 if you spot a villager). 


274. ¢Firefoot R 2 
Possession * Mount. Bearer must be a [Rohan] Man. 
lf bearer is Eomer, he is defender +1. At the start of 
each skirmish involving bearer, each minion skirmish- 
ing bearer must exert. 


275. Forth Eorlingas! U 1 
Event. Maneuver: Exert Théoden to make a companion 
who has the Théoden signet defender +1 until the 
regroup phase. 
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276. Fortress Never Fallen U 2 
Condition. Plays to your support area. Each time a 
[Rohan] Man wins a skirmish, you may place a 
[Rohan] token on this card. Regroup: Discard a 
Shadow condition for each [Rohan] token here. 
Discard this condition. 


277. eGuma, Plains Farmer C1 
Ally * Home 4[TT] ¢ Man. Villager. Discard Guma if an 
Opponent controls his home site. Fellowship: Exert 
Guma to heal a [Rohan] Man. 4/2 


278. Heavy Chain C1 
Possession * Armor. Bearer must be a Man. Bearer 
may not be overwhelmed unless his or her strength is 
tripled. 


279. Helm! Helm! R 2 
Event. Regroup: Spot 2 mounted [Rohan] Men to lib- 
erate a site or draw 3 cards. 


280. eHerugrim U 2 
Possession * Hand Weapon. Bearer must be Théoden. 
He is damage +1. +2/+1 


281. eHlafwine, Village Farmhand C 1 
Ally * Home 4[TT] ¢ Man. Villager. Discard Hlafwine if 
an opponent controls his home site. Skirmish: Exert 
Hlafwine to make a [Rohan] Man strength +2. 4/2 


282. An Honorable Charge U1 
Event. Skirmish: Make an unbound companion 
strength +1 for each [Rohan] Man you spot (limit +3). 


283. Horse of Rohan C 2 
Possession * Mount. To play, spot a [Rohan] Man. 
Bearer must be a Man, Elf, or Wizard. At the start of 
each skirmish involving bearer, each minion skirmish- 
ing bearer must exert. 


284. King’s Mail R 2 
Possession ¢ Armor. Bearer must be a [Rohan] Man. 
Bearer takes no more than 1 wound during each skir- 
mish phase. If bearer is Théoden, he may not take 
wounds except during a skirmish involving him. 


285. eLéod, Westfold Herdsman U1 
Ally * Home 4[TT] ¢ Man. Villager. Discard Léod if an 
opponent controls his home site. Skirmish: Exert Léod 
to make a mounted companion strength +2. 4/2 


286. Rider of Rohan C 2 
Companion ¢ Man. Skirmish: If this companion is 
mounted, exert him to exert a minion skirmishing an 
unbound companion. 5/3 


287. Rider’s Mount C 1 
Possession * Mount. Bearer must be a [Rohan] Man. 
At the start of each skirmish involving bearer, each 
minion skirmishing bearer must exert. 


288. Rider's Spear C 1 
Possession « Hand Weapon. Bearer must be a [Rohan] 
Man. If bearer is mounted, bearer is damage +1. +2/- 


289. Simbelmyné R 1 
Event. Fellowship: Spot 2 [Rohan] Men (or 1 valiant 
[Rohan] Man) to play a [Rohan] character or [Rohan] 
possession from your draw deck. 
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Eomer, Third Marshall of Riddermark. 
Eomer is another Rohan powerhouse from The 
Two Towers. He's not only a great staple com- 
panion with awesome support cards, he capi- 
talizes on the direct damage your other cards 
can cause to minions. Its not uncommon for 
this guy to see an astounding 15 power while 
only carrying his spear. He’s best when backed 
by Aragorn’s Bow, Legolas, Greenleaf, or sim- 


exert, giving him a total strength bonus of +4 
just for lining up to fight them. 


Fortress Never Fallen. The Rohan culture 





290. Supplies of the Mark R 0 
Condition. Plays to your support area. Fellowship: Add 
@ and place a villager from hand beneath your draw 
deck to heal a [Rohan] ally. 


291. Sword of Rohan C 1 
Possession « Hand Weapon. Bearer must be a 
[Rohan] Man. While bearer is skirmishing an Uruk- 
hai, bearer is damage +1. +2/- 


365. Théoden, Lord of the Mark P 2 
Companion Man. Fellowship: Play a [Rohan] posses- 
sion on a [Rohan] companion to heal that companion 
(limit once per turn). 6/2/T 


292. eThéoden, Son of Thengel C2 
Companion « Man. Regroup: Spot a [Rohan] ally and 
exert Théoden to liberate a site. 6/2/A 


293. Valleys of the Mark R 1 
Condition. Plays to your support area. Each time your 
opponent plays a roaming minion, you may spot a vil- 
lager to exert that minion. 


294. Weapon Store R 1 
Condition. Plays to your support area. Fellowship: 
Exert a [Rohan] Man to play a hand weapon from your 
discard pile. 


295. «Weland, Smith of the Riddermark U1 
Ally * Home 4[TT] ¢ Man. Villager. Discard Weland if 
an opponent controls his home site. Fellowship: Exert 
Weland to heal a mounted companion. 4/2 


296. Well Stored U1 
Condition. Plays to your support area. At the start of 
each fellowship phase, you may heal a villager. 


297. Work for the Sword C1 
Event. Skirmish: Make a [Rohan] Man strength +2 
(and damage +2 if mounted). 


298. Brace of Coneys C 1 
Possession. Bearer must be a Ring-bound Hobbit. Fel- 
lowship: Discard this possession to remove a burden. 


299. eCliffs of Emyn Muil R 0 
Condition. Plays to your support area. When the fel- 
lowship moves from site 1{TT], remove up to 2 bur- 
dens. Skirmish: Discard this condition to wound a 
minion a Hobbit companion is skirmishing. 


300. Escape R 0 
Condition. Stealth. Bearer must be an unbound 
Hobbit. Limit 1 per character. Skirmish: Exert bearer 
twice to cancel a skirmish involving him. Any Shadow 
player may remove @ to prevent this. -/+1 


301. *Frodo, Courteous Halfling RO 
Companion « Hobbit. Ring-bearer (resistance 10). 
While you can spot 3 unbound companions, Shadow 
cards may not discard cards from your hand or from 
the top of your draw deck. 3/4/F 


302. ¢Frodo, Tired Traveller C 0 
Companion ¢ Hobbit. Ring-bearer (resistance 10). 
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really has no defense against conditions except 
for Fortress Never Fallen, making this card a 
necessity. After you've won a few skirmishes, it 
becomes almost as good as Sleep, Caradhras 
from Fellowship. If you play this condition 
early in the game, you just have to win a few 
skirmishes, then win a few more when you 
move a second time; all those Shadow condi- 
tions get wiped off the table in one fell swoop. 


Fellowship: Play a Ring-bound companion to remove 
a burden. 3/4/G 


303. *Frodo’s Cloak R 2 
Possession ¢ Cloak. Bearer must be Frodo. Skirmish: 
At sites 1[TT] to 4[TT], add a burden and discard this 
possession to cancel a skirmish involving Frodo. At 
any other site, discard this possession to remove a 
burden and heal Frodo. 


304. Get On and Get Away RO 
Event. Fellowship: Add 2 burdens to play the fellowship’s 
next 2 sites (replacing opponent's sites if necessary). 


305. Good Work U2 
Condition. Plays to your support area. Each time a 
Hobbit wins a skirmish, you may place a [Shire] token 
here. Fellowship: Remove a burden for each [Shire] 
token here (limit 3). Discard this condition. 


306. Hobbit Sword C 1 
Possession * Hand Weapon. Bearer must be a Hobbit. +2/- 
307. Impatient and Angry RO 


Event. Skirmish: Exert Sam to make him strength +3. 
If Sam wins this skirmish, you may remove a burden. 


308. Knocked on the Head C 0 
Event. Regroup: Play an unbound Hobbit from your 
discard pile. 


309. Light Shining Faintly U 0 
Event. Fellowship: Add a burden to heal a Ring-bound 
companion twice. 


310. *Merry, Learned Guide C 1 
Companion * Hobbit. Skirmish: Exert the Ring-bearer 

to discard Merry. Any Shadow player may remove @ 

to prevent this. 3/4/F 
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311. eMerry, Unquenchable Hobbit R 1 
Companion ¢ Hobbit. Skirmish: If Merry is not 
assigned to a skirmish, discard him to remove a 
[Sauron] Orc from a skirmish involving an unbound 
companion. 3/4/G 


312. Mind Your Own Affairs U1 
Event. Skirmish: Spot Frodo and add a burden to 
wound a minion skirmishing a companion who has 
the Frodo signet. 


313. Pippin, Just a Nuisance R 1 
Companion ¢ Hobbit. Skirmish: If Pippin is not 
assigned to a skirmish, discard him to remove an 
Uruk-hai from a skirmish involving an unbound com- 
panion. 3/4/G 


314. Pippin, Woolly-footed Rascal C1 
Companion ¢ Hobbit. Skirmish: Add a burden to dis- 
card Pippin. Any Shadow player may remove @ to 
prevent this. 3/4/F 


315. «Sam, Frodo’s Gardener R 2 
Companion ¢ Hobbit. Ring-bound. Fellowship: Play 
Sam’s Pack from your draw deck. Response: If Frodo is 
killed, make Sam the Ring-bearer (resistance 5). 3/4/F 


316. -Sam, Samwise the Brave C2 
Companion ¢ Hobbit. Ring-bound. Response: If a 
Shadow card is about to add any number of burdens, 
spot Frodo and exert Sam to prevent this. Response: 
If Frodo is killed, make Sam the Ring-bearer (resist- 
ance 5). 3/4/G 


317. eSam’s Pack R 0 
Possession. Bearer must be a Ring-bound Hobbit. At 

the start of each turn, you may add @ to heal a Ring- 

bound companion. 


318. Seven We Had U0 
Event. Fellowship: Add a burden to discard a condition 
borne by a Hobbit. 


319. Severed His Bonds C1 
Event. Stealth. Skirmish: At sites 1[TT] to 4[TT], can- 
cel a skirmish involving a Hobbit. At any other site, 
prevent a Hobbit from being overwhelmed unless his 
or her strength is tripled. 








320. Store-room U 1 
Event. Regroup: Heal an unbound Hobbit once (or 
twice if you spot Gandalf). 


321. Swiftly and Softly C 1 
Event. Stealth. Skirmish: At sites 1[TT] to 5[TT], can- 
cel a skirmish involving a Hobbit. At any other site, 
prevent a Hobbit from taking more than 1 wound. 


322. Warmed Up a Bit C 0 
Event. Stealth. Skirmish: Discard an unbound Hobbit. 


323. East Wall of Rohan U 
When the fellowship moves from East Wall of Rohan, 
add @. Site 1 


324. Eastemnet Downs U 
Each time you play a companion here, you must dis- 
card 2 cards from hand. Site 1 


325. Eastemnet Gullies U 
Fellowship: Exert 2 unbound companions to play 
Legolas from your draw deck. Site 1 


326. Horse-country U 
Plains. While you can spot a [Rohan] mount at Horse- 
country, the move limit is +1 for this turn. Site 1 


327. Plains of Rohan U 
Plains. Fellowship: Exert 2 unbound companions to 
play Gimli from your draw deck. Site 1 


328. The Riddermark U 
Plains. Fellowship: Exert 2 unbound companions to 
play Aragorn from your draw deck. Site 1 


329. Western Emyn Muil 
When the Fellowship moves from Western Emyn Muil, 
each Ring-bound companion must exert. Site 1 


330. Derndingle U 2 
Forest. While you can spot an unbound Hobbit at 
Derndingle, the move limit is +1 for this turn. Site 2 


331. Eastfold U2 
Plains. Shadow: Spot 3 [Isengard] trackers to prevent 
the fellowship from moving again this turn. Site 2 


332. Fangorn Forest U2 
Forest. Fellowship: Play Treebeard from your draw 
deck. Site 2 


333. Plains of Rohan Camp U1 
Plains. At the start of each fellowship phase, heal up 
to 3 wounds from companions. Site 2 


334. Rohirrim Village U 3 
Each [Dunland] Man may not take wounds during the 
archery phase. Site 2 


335. Uruk Camp U1 
Plains. Battleground. Each time an Uruk-hai is played, 
that minion must exert. Site 2 


336. Wold of Rohan U 3 
Plains. Each time the Free Peoples player assigns a 
companion or ally to a skirmish, add @. Site 2 


337. Barrows of Edoras U0 
Sanctuary. Fellowship: Place your hand beneath your 
draw deck and draw 4 cards. Site 3 


338. Golden Hall U1 
Sanctuary. When the fellowship moves to Golden Hall, 
all Free Peoples weapons must be discarded. Site 3 


339. Stables U 0 
Sanctuary. Fellowship: Exert a [Rohan] Man to play a [Ro- 
han] mount from your draw deck (limit once per tum). Site 3 





340. Streets of Edoras U0 
Sanctuary. Each[Rohan] ally may not participate in 
archery fire or skirmishes at Streets of Edoras. Site 3 


341. Throne Room U1 
Sanctuary. Fellowship: Play Théoden from your draw 
deck. Site 3 


342. Westemnet Plains U1 
Plains. Sanctuary. Each [Dunland] Man may not take 
wounds during the archery phase. Site 3 


343. Ered Nimrais U2 
Mountain. The twilight cost of each companion and 
ally played at Ered Nimrais is +3. Site 4 


344. Westemnet Hills U 3 
Plains. When the fellowship moves to Westemnet 
Hills, heal each mounted companion and mounted 
ally. Site 4 


345. White Mountains U 3 
Mountain. When the fellowship moves to White Moun- 
tains, Théoden or 2 companions must exert. Site 4 


. 346. White Rocks U 3 


Battleground. The Shadow number of this site is +1 
for each mounted companion. Site 4 


347. Deep of Helm U 6 
Plains. Battleground. The twilight cost of the first Uruk- 
hai played at Deep of Helm each turn is -3. Site 5 


348. Deeping Wall U7 
Battleground. Shadow: Play Saruman from your draw 
deck. Site 5 


349. Helm’s Gate U 6 
Battleground. Each companion and minion bearing a 
hand weapon is strength +2. Site 5 


350. Hornburg Courtyard U 8 
Battleground. While you can spot Aragorn, the 
Shadow number of Hornburg Courtyard is -2. Site 5 


351. Hornburg Parapet U 8 
Battleground. The fellowship archery total is +1. The 
minion archery total is -1. Site 5 


352. Caves of Aglarond U 3 
Underground. Sanctuary. Maneuver: Remove @ to 
make one of your Uruk-hai fierce until the regroup 
phase. Site 6 


353. Great Hall U 3 
Sanctuary. Battleground. Each [Rohan] ally may par- 
ticipate in archery fire and skirmishes at Great Hall. 
Site 6 


354. Hornburg Armory U 3 
Sanctuary. Fellowship: Play a possession to draw a 
card. Site 6 


355. Cavern Entrance U7 
Underground. Skirmish events may not be played and 
skirmish special abilities may not be used. Site 7 


356. Hornburg Causeway U 6 
Battleground. The minion archery total is +2 for each 
unbound companion over 3. Site 7 


357. King’s Room U 6 
When the fellowship moves to King’s Room without a 
[Rohan] companion, each unbound companion must 

exert. Site 7 


358. Ring of Isengard U7 
Shadow: Play a [Dunland] minion to draw a card. Site 8 
359. Wizard’s Vale U 6 


At the start of the first Shadow phase, if the twilight 
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pool has fewer than 9 twilight tokens, add © (limit 
once per turn). Site 8 


360. Fortress of Orthanc U9 
Battleground. The Shadow number of Fortress of 
Orthanc is +2 for each companion over 4. Site 9 


361. Orthanc Balcony U 8 
Battleground. Shadow: Play Saruman from your dis- 
card pile; his twilight cost is -2. Site 9 

362. Orthanc Library U9 
When the fellowship moves to Orthanc Library, each 
Shadow player may draw a card for each companion 
over 4. Site 9 


363. Palantir Chamber U9 
Shadow: Remove 2 burdens to play a minion from 
your discard pile. Site 9 





SHIRE 


Frodo, Tired Traveller. Since consistently 
removing burdens is desirable (especially if 
you like to bid high to go first), Frodo, Tired 
Traveller is great if you’re playing with many 
Ring-bound companions in your deck. Each 
one can remove a burden when played, giving 
you a great backup to a high bid, protection 
from a Shadow player's corruption strategy, or 
protection from a random Ulairé Enquéa, 
Ringwraith in Twilight. 





Escape. The first Shire card to enhance a 
Hobbit’ vitality, Escape provides new options 
for old strategies. Merry or Pippin may see fit 
to stay and fight, soaking up a few extra 
wounds, or run and hide, exerting themselves 
and barely staying alive. Keeping your 
unbound hobbits alive and kicking will 
become more important with The Two Towers, 
as key main characters depend on them. Merry, 
Friend to Sam gets an especially large boost 
from this card, allowing him to use his exer- 








tion ability twice in one turn. Whats so great 
about that? It’s another way to increase your 
Ring-bearer’s strength, keeping him alive at site 
nine. Give Merry a Hobbit Sword and any com- 
panion can gain a strength bonus of +10! 


Severed His Bonds. Until now, keeping the 
Ring-bearer (or another Hobbit) from being 
overwhelmed required Bounder. This lowly 
ally is susceptible to all manner of Shadow 
cards and sites, from Tower Assassin to Come 
Down to Anduin Confluence. Severed His Bonds 
suffers none of the Bounder’s drawbacks, but 
gains all his strengths — and the only cards 
that can stop it are Wariness and Breeland 
Forest. This isn’t necessarily one of the best 
cards from The Two Towers, but it’s definitely 
an unexpected (and unprecedented) surprise 
that’s hard to stop. 


Get On and Get Away. Since the errata of : 
Thror’s Map, players have been forced to rely 
on cards like Pathfinder, Galadriel, Lady of the 
Golden Wood, and Ulairé Nelya, Lieutenant of 
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Morgul to play off of their own site paths. Get 
On and Get Away is a more risky venture 
because of its cost (adding two burdens) but 
has a greater payoff. With Sam, Son of Hamfast 
removing burdens as well as he does (and 
Aragorn, King in Exile healing Sam), players 
may see a resurgence of decks which stay 
ahead in the race to site nine, yet rely on their 
own sites. 















Frodo’s Cloak. Another card, Frodo’s Cloak, 
allows players to cancel a skirmish without 
having cards in their hand. Since cycling your 
hand is important in The Lord of the Rings, let- 
ting cards in your hand go unused can cost 
you the game. Frodo’ Cloak allows you to 
“save up” a stealth card by putting it into play 
for later use. It's also unaffected by previous 
stealth-card killers like the The Palantir of 
Orthanc. Even if you don’t get a chance to use 
it early in the game, removing burdens later on 
can save you the trouble of having to deal with 
the Orthanc Berserker or Ulairé Enquéa, 
Lieutenant of Morgul. 












FELLOWSHIP BOOSTER DRAFT 


Your new Friday night hobby 





by Joe Alread 


Booster draft for The Lord of the Rings TCG 
is here! If you play the game but have never 
drafted before, don’t worry: Here’s everything 
you need to know. And if you've drafted before 
with other games, here’s some insight into 
which cards you need to keep an eye out for. 
Now let's get down to it (just in case you're 
reading this seconds before you have to make 
your first draft choice). 

You need to bring 11 cards to the event: a 
Frodo, a One Ring card, and your nine-site 
adventure deck. If you don’t have these, just 
ask the guy with the huge binder in the corner 
and he'll take care of you. Or you can just buy 
a starter deck — the 11 cards you need are in 
each and every starter. | 

After you've secured those cards, you need 
to buy one draft pack and three booster packs. 
Once all the players have been divided into 
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smaller groups of six or eight, you open your 
draft pack. These cards are all yours; you don't 
draft them. The cards in your pack should 
have a certain “feel” to them. You may get a lot 
of Uruk-hai or you may get Gandalf and some 
of his supporting cards. The types of cards in 
this pack will point you in a strategic direction 
for the remainder of the draft. If you get a lot 
of Uruk-hai in your draft pack, Uruk-hai-relat- 
ed cards that pass you in the actual draft will 
be more important to you. You'll have a few 
minutes to examine the contents of your draft 
pack before moving on to the actual draft. 

When the draft begins, open a booster pack, 
choose one card from it, then pass the rest of 
the pack to your left. Repeat this process with 
opened pack you get from the player on your 
right. After all the cards have been chosen, 
draft a card from your second booster pack, 
this time passing the pack to your right. Your 
third and final booster pack will be passed to 
your left again. After all cards have been draft- 
ed, you'll have some time to create a deck with 
the contents of your draft pack and the cards 
you chose during the draft. Your deck must 
contain at least 40 cards with equal numbers of 
Free Peoples and Shadow cards. Also, if you 
have no cards left in your draw deck during a 
game, you will be able to reshuffle your discard 
pile to create a new draw deck. 

After you make your deck, you play your 
games and find out just how good a drafter 
you really are. You may get hit hard during 
your first draft — perhaps your entire theory 
behind what you should have been drafting 
was wrong, which leads to a lot of losses. What 
did you do wrong? 

The most basic rule to be aware of when 
drafting is this: The two most important card 
types are companions and minions. They are 
the key to keeping your fellowship alive and to 
stopping your opponents fellowship from 
moving multiple times in a turn. 

When examining your draft pack, try to 
memorize all the companions inside. As boost- 
er packs pass you in the draft, look at the Free 
Peoples support cards in each pack. If-some of 
them match with one of the companions in 
your draft pack, zero in on that companion as 
your “tank.” Start with this companion and 
draft support cards for only that companion (or 
his or her race). Your Free Peoples deck should 
contain eight to 10 companions, support cards 
for your “tank,” and support cards for the Shire 


culture. Why Shire? Your goal is to keep Frodo | 


alive, and any cards that directly help you in 
that goal are top picks, especially commons like 
Hobbit Stealth, Hobbit Intuition, and Hobbit 
Sword. Other, more subtle, cards that protect 
Frodo include Boromir, Son of Denethor, 
Bounder, There and Back Again, and Filibert 
Bolger. A final note: While you should have 
eight to 10 companions in your deck, be aware 
that almost every draft pack has cards that 
hammer players for having too large a fellow- 
ship on the table. If possible, keep fewer than 
six companions in play at all times. 
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Skirmish, Exert Boromie rs 
Hobbi; Strength + 4 





Play 16 to 18 minions in your 20-card 
Shadow deck, with a few shadow support cards 
for your main culture. If you draft a few min- 
ions that don’t match one of the cultures in 
your draft pack, it’s no big deal. As long as the 
minion is strong and can play on his own 
(Ringwraiths usually qualify), he'll be good 
enough to put in your deck. One or two 
strength-enhancing events are good to include, 
to keep your opponent guessing, but unless 
you get some other huge power card in the 
draft, 1 suggest sticking closer to 18 minions 
rather than 16. Also remember that you'll be 
able to replenish your draw deck when it runs 
out, so don’t be concerned that a swarm strate- 
gy will run you out of cards too early. 

Good luck with the draft! And if people 
were waiting for you to read this while you 
were trying to make your first pick, I apolo- 
gize for being so long, but at least you'll 
know what you should be drafting — 
and they won't. 
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Gathering, collectible card games have boomed. 

More than 120 new games are attracting collec- 
tors and players of all ages. Now in its second edition, 
this guide is a one-of-a-kind source for checklists of 
every collectible card game printed in English, with 
accurate prices for more than 85,000 cards. Experts 
provide reviews of more than 450 releases. Card lists 
are separated into nines to help collectors using card 
Storage pages. Plus, this edition contains an expand- 
ed price guide to the growing world of collectible 
miniatures games, with sections on Mage Knight, 
Mechwarrior, and HeroClix. 
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¢ One-of-a-kind source for 
gaming card checklists 


¢ Covers all English-printed 
collectible card games 
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Scrye Collectible Card Game 
Price Guide, 2nd Ed. SCCG2 |$22.99 
Shipping & handling: $4.00 first book, $2.25 each addi- 


tional to U.S. addresses. For non-U.S. addresses, please Subtotal 
add $20.95 for the first book, $5.95 each additional. 
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THE HUNT BEGINS 


A DUNLENDING/HUNTER THEME DECK 


by Mike Reynolds 


Lord of the Rings co-designer 





“Hunters and Pillagers” is constructed 
using themes predominant in The Two Towers, 
although a few cards are taken from the 
Fellowship block. With this deck, the Three 
Hunters — Aragorn, Legolas, and Gimli — 
race across the Riddermark, while their 
Hobbit friends Merry and Pippin weave in 
and out of the game. On the Shadow side, pil- 
lagers from Dunland pour across the Isen to 
steal as much territory as possible. 

You should start with Gimli and Legolas. 
Aragorn, Merry, and Pippin appear in multi- 
ples so that they can be drawn early. Like 
most Free Peoples strategies, The Hunters 
start the game weak, but become a tank by 


Archer. 

‘The twilight cost of each Shadow event 
and Shadow condition is +1 for each 
unbound Hobbit you can spot. 


“They are far, far away... - J know in my heart that 
“they have not rested this night.”” 


the mid- to late-game. Their source of power 
is the two wee folk from the Shire, Merry and 
Pippin. To fully exploit the deck’s strengths, a 
player must be attuned to the subtle decisions 
regarding their play. 

Particularly, you must recognize the opti- 
mal times to assign an unbound Hobbit to 
skirmish and the order in which to resolve 
skirmishes. When Merry and Pippin are skir- 
mishing, you usually take a skirmish action to 
discard them, according to their game text. 
This removes them from play (though they 
will come back), and makes Gimli, Legolas, 
and Aragorn sad: Gimli has one less strength, 
opponent’ skirmish events are one pool 
cheaper, and you can inflict one fewer wound 
(when the fellowship moves) for each 
unbound Hobbit discarded. It’s often better to 
assign Aragorn or Faramir to a skirmish and 


1x Frodo, Reluctant 
Adventurer (MM) 


1x The One Ring, Answer to 


All Riddles (TT) 
1x Gimli, Lockbearer (TT) 
1x Legolas, Dauntless 
Hunter (TT) 
FREE PEOPLES 
4x Aragorn, Wingfoot (TT) 


3x Merry, Learned Guide (TT) 


3x Pippin, Woolly-footed 
Rascal (TT) 


1x Faramir, Son of Denethor 
1x Sam, Samwise the Brave 


(TT) 
1x Treebeard, Earthborn (TT) 


1x Filibert Bolger, Wily 
Rascal (MM) 


1x Ranger's Sword, Blade of 
Aragorn 

1x Flaming Brand (MM) 

1x Armor (FR) 

1x Axe of Erebor (TT) 

1x Bow of the Galadhrim 
(FR) 

1x Long-knives of Legolas 
(EL) 

1x Sting (FR) 

2x Hard Choice (TT) 

3x Khazad Ai-ménu (TT) 

3x Defend It and Hope (TT) 

2x Power According to His 
Stature (FR). 

1x There and Back Again 
(FR) 

1x Ever My Heart Rises (TT) 

SHADOW 


4x Dunlending Pillager (TT) 
4x Dunlending Ransacker 


(TY) &— 
2x Dunlending Warrior (TT) 






2x Hillman Band (TT) 

1x Hillman Horde (TT) 

3x Hillman Looter (TT) 

4x Hillman Tribe (TT) 

2x Wulf (TT) 

4x Hides (TT) 

2x Saruman, Rabble-rouser 


(TT) 
1x No Retreat (TT) 
2x Wild Man Raid (TT) 
3x Burn Every Village (TT) 
1x Constantly Threatening 


(TT) 
ADVENTURE DECK 
The Riddermark (TT) 
Rohirrim Village (TT) 
Westemnet Plains (TT) 
White Rocks (TT) 
Hornburg Courtyard (TT) 
Hornburg Armory (TT) 
Hornburg Causeway (TT) 
Ring of Isengard (TT) 
Orthanc Balcony (TT) 
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take wounds than to let an unbound Hobbit 

run away. Unbound Hobbits are also excellent 
archery soaks with their four vitality, because 
they return fully healed after being discarded. 

The deck is weighted to face Uruk-hai 
and has good options against Nazgal. Gimli 
is a killing machine once he gets his axe. 
With Legolas reducing the threat of Shadow 
skirmish events, Gimli can often get his 
strength to 13 (with Khazad Ai-ménu) and 
not have to worry about a surprise Savagery 
to Match Their Numbers. Especially potent 
against Uruks is Defend It and Hope. Another 
option this deck allows is not stopping at a 
sanctuary. It has a good bit of healing, so 
keep your eyes open for a site five to site 
seven move. 

The Hunters’ major weakness is a lack of 
condition removal. If your opponent is play- 
ing Moria swarm, Sauron damage conditions, 
Uruk search conditions with Grima, or 
Saruman’s Ambition, you'll need to develop 
tactics to minimize their stopping power. 
Save your Frodo protection cards until 
Frodo’s life is threatened against swarm, go 
all out to win skirmishes against Sauron 
Orcs, minimize the permanents you place on 
companions to counteract Grima and against 
Saruman’s Ambition, and try to entice your 
opponent into popping his copies off early in 
the game. 

Shadow-wise, the Dunland strategy is a 
lot of fun. The main issue with Dunlendings 
is keeping them alive until their powerful 
card texts kick in. Archery is their nemesis, 
and the deck’s defenses against this (and 
direct damage in general) are numerous: four 
Hides, two Sarumans, a Hillman Horde, and 
sites two and three. If the Dunlendings con- 
sistently win skirmishes, you'll likely win the 
game. 

This is a site-control deck. Your ultimate 
play is Hillman Horde with three or four con- 
trolled sites. It’s all over but the crying at that 
point. As a site-control deck, it’s advantageous 
to go first, so that sites will be available to 
control during your opponent’ first turn — 
you'll have already passed them. However, the 
deck isn’t really prepared to bid a lot. I usual- 
ly bid two for fear of NazgGl Sword, but you 
can try bidding three. You can even start Sam 
and bid five, but you would want to change 
the deck to consistently draw Gimli or 
Legolas, whichever you don’t start. By bidding 
two, my opponent goes first a lot of the time. 
This sacrifices the Dunlendings’ ability to 
control sites on my opponent’ first turn, but I 
do get the benefit of my site two (and usually 
my site three). Also, if my opponent hasn’t 
seen any discards and doesn’t otherwise know 
what I’m playing, I can try an evil gambit. If 1 
open with a handful of Dunlendings, I can 
play nothing at site two and then unload at 
my site three, Westemnet Plains, where my 
boys are not roaming and archery is 


skipped. Even a king will have trouble Ss 


healing those wounds. 


TOURNAMENT STRATEGY: 
URUK-HAI SITE CONTROL 


by Joe Alread 


Lord of the Rings co-designer 





As you open packs of The Two Towers base 
set, you'll soon notice numerous new strategies 
available to you. It can be overwhelming at first. 
How should you begin to explore all these new 
options? If you're looking for a high-level deck 
to bring to your first tournament after the 
release of the set, look no further! This deck 
will not only introduce you to two new top- 
level strategies in the environment, but it should 
also get you a fairly high placing at your event. 

Bid seven at the start of the game; this 
should allow you to go first. Immediately 
remove three burdens with Sam, Son of Hamfast 
and remove burdens throughout the game with 
Frodo, Tired Travelers game text. Exert Merry 
and Pippin to play Aragorn from your draw 
deck and use him to power your way through 
multiple moves every turn. Merry and Pippin 
are extremely versatile: They can take extra 
archery for you, they can exert twice to cancel 
skirmishes (via Filibert Bolger), and they can 
even get you back in the lead via Derndingle if 
you happen to lose the bid to go first. Don't for- 
get that they get +2 strength from There and 
Back Again, as well. 

The rest of your Free Peoples deck revolves 
around Ring-bound companions. Many cards in 
the Two Towers set punish unbound compan- 
ions. By playing with multiple Ring-bound com- 
panions, you bypass these kinds of penalties. 
Use these guys to take on your opponents 
power minions, then use Aragorn to kill them 
off when you move again. 

The Shadow deck is a basic Uruk- 
hai/Saruman mix with a twist of site control. 
Your Uruk-hai are fairly large on their own and 
present a dangerous threat to your opponent 
when you get them out. However, site control is 
what will enable you to actually kill the Ring- 
bearer (should you have to do that in order to 


win). There are four cards in the deck that allow 


you to control sites. Once you get a couple out, 
you should be able to control a site or two every 
turn once your opponents fellowship gets past 
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site three. As you control more sites, your Uruk- 
hai cost less and less. By the end of the g game, 
twilight pool will be meaningless to you; most 
of your Uruks will cost only one or two twi- 
light, leaving you plenty of resources to get 
Saruman out and make them all fierce! 

Try to stay ahead in the race at all costs; a 
Dunlending deck that controls sites can easily 
counter the Shadow deck site-control strategy. 
Dunlendings can take control of sites faster than 
Uruk-hai, leaving no more land for you to seize 
when you finally get the deck rolling. 

Defend it and Hope is an extremely powerful 
card and should be saved for when you 
absolutely need it (after site six). If you get a 
few of them early and need to burn one for 
card-flow reasons, so be it, but don’t leave site 
six without one. 

Be aware of your burden count and don’t 
ever go above four burdens in order to discard 
Pippin. If you do, you'll be vulnerable to all 
sorts of nasty things like Ulairé Enquéa and 
Easterling Captain. 

After playing around with this deck, you 
should have a fairly good feel for how site con- 
trol works, along with the new mechanics sur- 
rounding Hobbit manipulation. While the meth- 
ods this deck uses are solid, they aren't the only 
way to go. More Isengard cards that provide 


STARTING 

1x Frodo, Tired Traveler (TT) 

1x The One Ring, Isildur’s 
Bane (FR) 

1x Sam, Son of Hamfast (FR) 

1x Merry, Learned Guide (TT) 

1x Pippin, Woolly-footed (MM) 
Rascal (TT) 

FREE PEOPLES 

3x Gondorian Ranger (TT) 

1x Faramir, Son of Denethor 


(FR) 


(FR) 
(TT) SHADOW 

2x Ranger of Ithilien (TT) 

1x Aragorn, Wingfoot (TT) 

4x Defend It and Hope (TT) 

1x Forbidden Pool (TT) 

1x Henneth Annan (TT) 

1x Ruins of Osgiliath (TT) 

1x Cliffs of Emyn Muil (TT) 


“OUT OF PRINT 
MIDDLE-EARTH 
FIGURES” 


In stock over 30 different action figures 
made by Toy Vault including several 
never made for the movie 
like Barrow-wight! 





Sample prices: 

Forest Balrog $4.99, 
Gollum The Fisherman $7.99, 
Gandalf In Hobbiton $4.99, 
Lord Of The Nazgul $9.99 
Visit www. laughingtoys.com today 
before they are all gone. 


Mention Scrye and get $2 off all shipping! 
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3x Ranger's Bow (FR) 
3x Knocked on the Head 


(TT) 
1x Filibert Bolger (MM) 
2x Sting (FR) 
1x 0 Elbereth! Gilthoniel! 


1x There and Back Again 


1x Thrarin, Dwarven Smith 


4x Uruk-hai Mob (TT) 

4x Uruk-hai Patrol (TT) 

4x Uruk-hai Horde (TT) 

4x Uruk-hai Marauder (TT) 

2x Ulairé Enquéa (FR) 

2x Saruman, Keeper of 
Isengard (EL) 


hand extension via site control could be includ- 
ed as well, setting up a swarm approach. And 
the Hobbits could be streamlined into a 
more focused Hunter deck using Legolas S 
and Gimli as well as Aragorn. 
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2x Uruk Veteran (TT) 

4x Savagery to Match Their 
Numbers (FR) 

2x Attack on Helm’s Deep 


(TT) 
2x Down to the Last Child 


(TT) 
ADVENTURE DECK 

The Riddermark (TT) 
Derndingle (TT) 
Barrows of Edoras (TT) 
White Mountains (TT) 
Hornburg Courtyard (TT) 
Caves of Aglarond (TT) 
Hornburg Causeway (TT) 
Wizard's Vale (TT) 
Orthanc Balcony (TT) 
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MULTIPLAYER GAMES: 
GET ON YOUR HORSE 


by Chuck Kallenbach II 


Lord of the Rings co-designer 





The Lord of the Rings TCG was designed to 
be the same game with the same rules for any 
number of players. We've found that many 
players play most (or even all) of their games 
in a multiplayer (three or more players) set- 
ting. They find it a richer and different expe- 
rience from the two-player game, and there 
are many great reasons to try it. 

Multiplayer games tend to be less compet- 
itive than head-to-head, which means players 
use all kinds of decks. Only a limited number 
of decks are good enough for the top-level 
tournament scene, but just about anything 
goes in multiplayer. You can learn new strate- 
gies and tips from all the different decks 
you'll see. 

When there are three or more players, 
there are politics. That’s true for any kind of 
competition. However, most players don't 
resort to double-dealing or backstabbing. If 
you're just starting out in the local multiplay- 
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HARADRIM & HORSES 
All cards are from 
The Two Towers 
STARTING 
1x Frodo, Tired Traveller 
1x The One Ring, Answer to 
All Riddles 
1x Eomer, Third Marshal of 
Riddermark 
1x Elite Rider 
FREE PEOPLES 
1x Brego 
3x Elite Rider 
2x Eowyn, Lady of Rohan 
1x Firefoot 
4x Gandalf, The White 
Wizard 


Stick 


1x Shadowfax 


Mark 
SHADOW 


1x Gandalf’s Staff, Walking 


4x Grown Suddenly Tall 
4x Rider's Mount 
4x Rider's Spear 


4x Simbelmyné 
4x Sword of Rohan 
2x Théoden, Lord of the 


3x Work for the Sword 


3x Men of Rhin 

4x On the March 

4x Southron Archer 
4x Southron Bow 

4x Southron Bowman 


er scene, you might want to lay back and 
play it polite for a few games, until you see 
how the other players behave. 

Here’s a tip: sometimes it’s best not to 
finish off another player’s Ring-bearer. Tell 
the other players you don’t have any min- 
ions. If you keep that player in the game, 
he’ll continue to play minions and frustrate 
other players. 

Cards that are globally powerful in two- 
player games are often many times more 
powerful in multiplayer contests. A well- 
timed Grown Suddenly Tall in a six-player 
game can discard a dozen conditions. When 
you play a card like this, it’s like pressing a 
reset button for the state of the game. 
However, such cards draw a lot of attention 
and can make enemies for you. The player 
who had to discard four copies of Wrath of 
Harad to your Gandalf event is no longer 
your friend. Even though each player is try- 
ing to win, it doesn’t hurt to have a friend or 
two in the early game. 

Be careful when choosing your sites, since 
they may affect every player. When each fel- 
lowship moving to your copy of Golden Hall 
has to discard all its weapons, you'll gain an 
enemy each turn. Jumping ahead is another 
sure way to draw attention. When you're in 
front, other players will coordinate their 
efforts to slow you down. Sometimes it’s best 
to be patient, aim for second, and make a 
dash for site nine on your last turn. 


Everybody into the pool 

Management of the twilight pool becomes 
critical in multiplayer. Every token added to 
the pool by the Free Peoples player will prob- 
ably be used. There are no free rides, at least 
not early in the game. Some players may run 
out of cards or minions by the end of the 
game to provide a late dash opportunity, but 
otherwise you must be careful. 

“Pool choke” strategies are used in multi- 
player as well as in two-player, but your 
opponents can conspire against you, so 
watch out. When one player uses his 
Southron minions with ambush to add twi- 
light tokens so that other players can play 


2x Southron Commander 
2x Southron Fighter 
4x Southron Scout 
4x Southron Soldier 
4x Southron Spear 
2x Southron Troop 
3x Whirling Strike 
ADVENTURE DECK 
Western Emyn Muil 
Plains of Rohan Camp 
Throne Room 

White Rocks 

Helm’s Gate 

Hornburg Armory 
King’s Room 

Wizard's Vale 

Orthanc Library 
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minions, you could be the one choking. 

Here are two tips for bidding in multi- 
player: Win the bid and choose to go second, 
and you'll almost always get your site two in 
play. With the unpredictable nature of the 
adventure path in a multiplayer game, it’s 
nice to be able to plan for something. 
Alternatively, choose to go last, and see 
something of the other players’ strategies 
before you take your first turn. 


Think big 


Your tight, tournament-winning, 60-card 
deck will probably run out of cards in a mul- 
tiplayer game. Obviously, more players make 
that even more likely. Many multiplayer 
games are won by a fellowship facing Shadow 
players without cards to play at all; so don't 
give any opponent a free ride to site nine. 
Players often add about 10 cards for each 
player over two. 

If you're used to playing with four or five 
companions in your deck, you might want to 
think big in that department, too. Unless 
you're trying the “solo Frodo” strategy, you'll 
probably want nine companions in your 
deck, maybe even multiple copies. 
Remember, as the size of your draw deck 
increases, you need to add companion cards 
to make sure you have one when you need it. 
That doesn’t mean you have to have nine in 
play at any one time. 

Synergy between Shadow cultures can 
make a multiplayer game a lot more fun, but 
not if you're the odd player out. If everybody 
else is adding burdens with Easterlings, 
you'll be out of the game quickly and listen- 
ing to the other players congratulate each 
other on their teamwork. This can work 
both ways. If your Free Peoples cards are 
loaded up to defeat Isengard and several 
opponents play Uruk-hai, you might come 
out looking like a champ. 

Cards that get more interesting in multi- 
player include the dual-culture cards from 
Realms of the Elf-lords. These cards spot one 
culture to give a bonus to another. They’re 
hard to play in head-to-head, but you might 
get lucky and pair up with the right Shadow 
player in a big game. 

We have to mention a card specifically 
designed for multiplayer, Cast It Into the 
Fire. In the largest multiplayer game ever (so 
far), the first person to play this event drew 
23 cards. Even if he had survived the turn 
(which he didn’t), he nearly decked himself 
with one card play — so use it wisely. 

The 80-card, four-player deck presented 
here features Southrons and Rohirrim. It’s 
designed to make friends with fellow Shadow 
players, who will appreciate the Southron 
archery and ambush capabilities. The starting 
fellowship of Eomer and an Elite Rider makes 
sure that all those mounts and weapons aren't 
wasted. A strong Gandalf package pro- 
vides condition control. 

















“EASTERLING MENACE 






by Brian Kallenbach 


Lord of the Rings playtester 


This deck is all about dealing damage with 
two of the new cultures in The Two Towers — 
both on the Fellowship and Shadow sides. 

For the Fellowship, you take advantage of 
the Rohan horses’ ability to deal damage to 
minions before skirmishes take place, giving 
your companions a little strength bonus and 
giving them a leg up on their opponents. The 
villagers also help, adding strength and keep- 
ing your low-vitality companions healthy. 

Keeping your companions alive can be 
rough once they start taking damage. It’s 
imperative that you win skirmishes against 
Uruk-hai decks to minimize the amount of 
damage you take. The fact that most of your 
companions will be natural nines against them 
helps, and you have two allies in Hlafwine and 
Léod who can exert to give +2 strength. Also, 
the huge damage bonuses you can gain can 
make multiple moves easy. Eomer on Firefoot 
alone will deal four wounds each time he wins 
a skirmish. 

Setting up these combos can be difficult, 
but luckily, Rohan has one of the best cards 
for doing so in the game, Simbelmyné. With 
the ability to search your deck for any charac- 
ter or possession, getting Eomer, his spear, 
and his horse together isn’t difficult. Need a 
companion right now, or one of your allies? 
Simbelmyné can fetch them too. 

Watch out for Dunlending decks, however, 
as their low vitality actually hurts you more 
than it helps you. Without the free +2 strength 
from having a wound on their minions, their 
high strength can be a problem. And if you 
give them enough pool, they can easily cover 
your damage bonuses using Hides. Their 
capacity to discard your possessions can also 
hurt, knocking your Fellowship back down 
around the five- to seven-strength range. 
Against these decks, keep your Fellowship 
small, so that you're only facing one or two 
Dunlendings each time you move, then heal 
the damage with your villagers. 

This deck could also use Eowyn, primarily 
her Sister-daughter version. Eowyn’s ability to 
avoid death from wounds makes her invalu- 
able in almost any deck, and her weapon, 
alongside the villagers in the deck, can make 
her just as lethal as Eomer. Including some 
non-Rohan companions, such as Aragorn and 
Faramir, can boost the survivability of your 
support characters and increase the amount of 
damage you deal. 

On the Shadow side, archery is your focus 
and dealing direct damage is your key to vic- 
tory. Arrow from the South is a powerful card 
that can enable one Southron archer to deal a 
lot of wounds late in the game — often four 
or five per copy of Arrow from the South in 
play! While you're not really set up to win 
that many skirmishes, getting an Arrow from 
the South out early can improve that, giving 






you one or two tokens per copy. It's important 
to use these conditions often, however, since 
they're unique and they'll fly through your 
hand quickly. Using one lets you heal minions 
like Desert Lord, who can turn around and 
deal another couple of wounds to companions 
of your choice. 

The Southron Bow is another potent utility, 
as three pool will almost always give you two 
extra damage. One Southron Bowman and one 
non-archer minion with a Southron Bow 
equals three damage without even considering 
skirmishes. Since Southron Bow can make 
your site-controllers into archers, controlling 
sites can be incredibly easy, as Arrow from the 
South heals your minions who exert to control 
sites. Control one or two sites and Southron 
Archer is suddenly dealing three wounds every 
time you put one on the table. Get out a 
Regiment of Haradrim with a Bow and the 
Archer and you're almost guaranteed a stop. 

However, this strategy is a weak against 
smaller Fellowships, as you need to have a ton 
of pool to make it work. But the capacity to 
exert any companions you choose gives this 
deck the punch to beat most direct-damage 
decks — and can take down bigger Fellowship 





All cards from The Two Towers 

STARTING 

1x Frodo, Courteous Halfling 

1x The One Ring, Answer to | 
All Riddles 

FREE PEOPLES 

1x Eomer, Third Marshal of - 
Riddermark 

1x Eomer’s Spear 

4x Rider's Spear 

4x Elite Rider 

1x Firefoot 

4x Rider's Mount 

1x Weland, Smith of the 


Farmhand 


SHADOW 
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Riddermark 
1x Guma, Plains Farmer 
1x Hlafwine, Village 


1x Léod, Westfold Herdsman 
3x Well Stored 

4x Simbelmyné 

4x Work for the Sword 


4x Arrow from the South 
3x Desert Lord 

4x Elite Archer 

2x Desert Lancers 

2x Regiment of Haradrim 


members, or at the least, force your opponent 
to put your bigger minions on his smaller 
characters. If Aragorn and Gandalf are both 
exhausted, the Regiment of Haradrim are 
almost guaranteed a kill. 

The Shadow side of this deck doesn’t have 
a lot of room to spare, but there are a few 
options. If the archers cost too much, you can 
swap them out for other Southrons. This will 
cost less per minion, but to get their real dam- 
age output, you'll still have to spend the extra 
pool. Including some of the Southron pool- 
adding utilities, like Flanking Attack or South- 
ron Scout, can make this more viable; you 
need a ton of pool to equal the damage you 
deal with the archers. 

You can also include more strength 
enhancers, either through events or the 
Southron Spear, to win more skirmishes. 
With the low strength of some of the archers, 
winning skirmishes against the likes of 
Gandalf, Aragorn, and Eomer will be diffi- 
cult. Generally, the smaller archers are just 
there to build up as much damage as they 
can before the skirmish phase and then die 


off, while the big boys tackle the g§ 


larger opponents. 
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4x Southron Bowman 
4x Southron Archer 
4x Southron Bow 

3x Southron Assassin 
ADVENTURE DECK 
Horse-country 

Plains of Rohan Camp 
Stables 

Westemnet Hills 
Deeping Wall 

Great Hall 

King’s Room 

Wizard's Vale 

Fortress of Orthanc 
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tan Fellowship of the Ring 


PINES Mines of Moria 
oe ita dle Reaims of the EIf-lords 





Presented here are all 609 cards in the Fellowship Block, sorted by 55; Moria on page 60; Ringwraith on page 64; Sauron on page 68; Shire 
culture. Some promotional cards are also included; all have the same on page 72; Sites on page 76; and promo cards are on pages 80-81 
game text as their standard counterparts. 

The One Ring and Dwarven culture cards begin on this page; Elven Rarity key: red border = rare; blue border = uncommon; black bor 


on page 45; Gandalf on page 49; Gondor on page 52; Isengard on page der = common; green border = premium/promo. 
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, OF . Fellowship: Exert Galadriel to play the Fello pt Exerr Galadriel to play an mini = 
fellowship s next site if it isa forest EMF for free. own 
rep} neg por S Site tf Necessary) ; 
{replacing opponent s site — P Very tall they were, anid the Jady no less tall than 
the Lord: and they were grave and beautiful... .and 

the hair of the lady was of deep gold, . .” 
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To play, exert an Elf ally. Plays to y I To pl Bearer must be Arwet 
8 support area Hae Arag Skirmish: | She is damage +1. 
When the fellowship is at a-tiver during i Skirmish: ' Ore str Skirmish: Exert Arwen or discard 2 cards 
the fellowship phase, the move limit for card from hand to make her strength +1 
this turn is +] 
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~~ CONDITION ’ 
To play spo bXlee Tale. Play your su ri area 
While Haldir is at site 6. 7. or 8 ;. me While you can spot an Elf companion Archery: Exert Legolas to wound a 
% AD strength the minion archery total is - 1. Minion; Legolas does not add to the 
. Response: If an Elf is about co tal fellowship archery toral. 
zn dis ard this co PtAnd J 100 will go with him,’ said Jepolas 
Gilat wound Tt woudd be faithless now (0 say farewell.” 
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Bearer must be Legolas. 
Each Orc or Uruk-hai skirmishing 


Legolas is strength -2. 


Archery: Spor 
make the 1 





While Legolas is at a river or forest, 
add 1 to the fellowship archery total. 






"Praised be the bow of Galadriel, and the hand and 
tye of Legolas! .., That was « mighty shot in the dark, ; ’ oe os Mirkwood at close quarters 
my friend 


Sharp, hone-handled knives de fend th Elves of 
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: Pla fo your support area. 
3 Felowship: Reveal an @ card from hand 
® and place n beneath your draw deck. = J 


BLipen the further ude ibere rose $0 a great height 
a green wall encircling a green bill thronged with 
Pomallorn-trecs taller than any they bad yet ae in 


ae 


Roni sue potato 
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“tit: e POSSESSION 2 


= To play, exert an Elf, Bearer nous be the 
Ring-bearer 
Bearer's resistance is +2 
§ be Ms 


r: Exert an Elf ally co discard 
7 on lor 2 conditions if you spot 
ap Orc). 


4 - . 
Yet vo lisse faith and trust do we find now im the 
world beyond Joshlorten.,.. thas we dare not by our 


treat endanger ovr land.” 
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CONDITION 


: Plays fo your support area. 
® Each time you play an @ tale, you may 
femove a burden. 


; Ghee stom to like music and poetry and tales as much 


ts J hobbits like food 
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Event 4 


Fellowship ur Regroup: Spot Elrond (or 
2@ Allies) to heal a companion or ally. 


wld 


uver: Eexert an Elf w wound each 
weil once (or twice if at a river). 


“Thy three Riders that were still in the mide of 


the Ford were overwhelmed... Their piereing cries 
drowned in the roaring of the river ac it carried © 


them away.” 


CONDITION 
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Plays to your support area. 

Maneuver: Add @ and exert a Dwarf to 
heal an Elf, or add @ and exert an Elf co 
heal a Dwarf. 


May it be a sign that though the world ts now dark 
Better days are at hand. and that friendchip shall be 
yonewed between our proples 


Neen 

Maneuver: Exert an Elf to discard a 
#2 minion, a “& condition, ora 
2S possession. 

"2 Whar power still remains lies with us, here in 
Jonladris, or with Cirdan at the Jlavens, or in 
Lorien.’ But have they the strong 
strength to withstand the cnany 


¢ we bere the 


the start of cach regroup phase, you 


discard up to 2 cards from hand to — 


the same number of cards. 


itis in the land of orien spon rhe finger of . 


brie] that one of the Three remains. Thes is 


Auty * Home 6 « Eur 


Archer. 
Archery: Exert Rimi) to wound an Ore. 


"Brother to Haldir Rianil guards the northern 
marches of the Golden Wood 
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5 While you can spot your site 3, Silinde 
fee has the game cext of chat site. 
Aniong the representatives of the &}ves of “Northen 


od was Vilinde, friend of the House of 
Thrandwil 


Homety House 


Support OF THE LAST 


7 : Exert an Elf ally whose home 
is site 3. Until the regroup phase, that 

is strength +3 and participates in 
atchery fire and skirmishes. 





| 
FE 
5 
& 
z 
Lz 
< 
= 
4) 





: Archery: Exert Orophin wo wound an 
‘Uruk-hai. 


The swift bow of Orophin, J laldir’s kinsman, bas 


slain many Orcs 


To play, spot an Elf 
Skirmish: Exert Saclbeth w make an 
Uruk-hai strength -1 


jp dangers the ] fare 


LEG SPILT 


EVENT P) 


Fellowship or Maneuver: Exert an Elf to 
discard an possession or @ artifact. 


We have hunted and stain many Or 
P woods 
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Maneuver: Exert an Elf ally whose home 
is site 6. Until the regroup phase, that 
ally is strength +3 and participates in 
“archery fire and skirmishes. 


and suddenly ibey perceived that it was a ship, 
Wrought and carved with dven-shill in the likeness 
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Fellowship: Spot an Elf to play a tale 


from your draw deck 
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CONDITION 


Tale. Bearer must be an Elf companion. 
Archery: If bearer is an archer, exert 
bearer to make the fellowship archery 
total +1. 

the bosts of Beleriand 

faplains weir 


*BARLIMAN BUTTERBUR 


PRANCING PONY PROPRIETOR 


Auy « Home te MAN 


Fellow ship: 
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Tue Last ALLIANCE OF 


ELVES AND MEN 


*THE TALE OF GIL-GALAD 


BETRAYAL OF ISENGARD & 


Tale. Bearer TTLUs be . 
per bearer 


Bearer is strength +1 for each Elf you can 


Spot (limic +3) 


# Man. Lin 
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CONDITION 


Wale. Bearer must be an Elf 
Skirmish: Discard this condition to 
make bearer strength +2 


wGjil-galatd was « (Toen-king 
Barpers sadly 


and {re 
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EVENT 


Tale. 
Skirmish: | 


to can 
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Mancuver: 
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THe SEEN AND THE UNSEEN 


SS ELF PF PER LORS 


POLES FPF LEO 


POSSESSION 2 EVENT 


Fellowship: Exert 2 Elves co discard a 


condition. 


Plays fro your support ica 

Bach Elf ally whose home is site 6 is 
Strength +1 

Fellowship: Exert Galadriel to look at 
2 cards at random from an opponent's 


"You bave entered the 


— you can 


hand. Discard one and replace the other. 


What you ] 


peURUVIEL 
MAID OF LORIEN 
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CONDITION 2 


While you can spot your site 6, Uruviel 
has the game text of thar site 


i 
Tale. Bearer must be an Elf companion. ko a 


Archery: If bearer is an archer, exert 
bearer to make an opponent discard 2 
¢ards at random from hand. 


pe ind irud, ihe arrows Of the 


Hown to Wave a deadly marr 


a i *ALBERT DREARY _ 
\ ENTERTAINER FROM BREE 
4 | i £ 


To play, spot Gandalf. 

Maneuver: Exerr Albert Dreary to 
discard a 4 or “} condition. 

Typical of Prev-folk. Albert t a plain but srout- 
bearte. i feiicw He ace 


Wilding to protect bi 


DEPART SILENTLY 


Stealth 


Maneuver: Maneuver: 
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*GANDALF’S STAFF 
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Fellowship: Sp: 


*GANDALF 


Tue Grey PILGRIM 


COMPANION © WIZARD 


ARTIFACT * STAFF 


he twilight cost of cac 
skirmish: Exert Ganx 


skirmish wnvelving hit 
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EMISSARY FROM LAKETOWN 


Te play pot (sandal! 
Fellowship: Exert Hugi 


! ples care 


INTIMIDATE 


*ERLAND 
Apvisor TO BRAND 


Spell 
Fell ywship 
>» 


Tue Grey Wizarp 


*GANDALF S CART & 


COMPANION * WIZARD POSSESSION 


re 
Fellowship: Exert Gandalf to play a 
companion who has the Gandalf signet. 
The twilight cost of that companion 


is =2, pla 


Fellow ship: Sta 


bis long white bair, bis sweeping silver beard, and 
bis broad shoulders, made bim look like some wise 


hing of ancient eeend 


FR? 7 


Possession * HAND WEAPON 


damage +1 
} Fellowship or Regroup: Exer 
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MERCHANT FROM DALE 


Spell. 


: Response : 


*GANDALI 
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*GANDALF'S PIPE & 


FRIEND OF THE SHIREFOLK 


COMPANION * WIZARD 


+ be 


} Fellowship: Discard 
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First Serious CHECK 


Let Fouty Be Our CLOAK ¢ 





Fellowship: XC! 
move @ 
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MAN oF LAKETOWN 


Questions THAT 
NeeD ANSWERING 


Mysterious WIZARD & 


ARTIF ACT * RING 
ie 


; cee Bearer must be ndalt \ To play, spot Gandalf. Spell. 
: » . ‘ : “ : %& af . 
} Skirmish: Make Gandalf strength + ic the start of ns, ye : Fellowship: Exert Ortar to discard up Fellowship: | 
} +4 if there are 4 or fewer burdens on the nay add ea burde o* to 3 cards from hand and draw an equal p few 
t Ring-bearer). ( ’ nutnber of cards. 

ti be en us Jaketow 9 cong from the 


Risk A Lirtie Licht 


SPEAK “FRIEND” AND ENTER & 


SERVANT OF THE SECRET Firt 


EVENT 


Spell 7am : . : -sgogrs or Regroup: Spot Gandalf to 
Fellowship: ‘ | Skirmish: Spot Gandalf to make a ; Fellowship: indalf to diseard | play the fellowship’s next site (replacing 
:, vt opponent's site if necessary), Draw a card 


if. you play an underground site. 
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STRENGTH OF SPIRIT 
TREACHERY DEEPER THAN 


EVENT ; SVEN CONDITION 
he 
i Spell. i " ; ial i : Spell. 
Skirmish: Discard a staff Gandalf is | Response: If a compan ‘ Ippor i : Fellowship: Spor 
} bearing and then exert him twice ro } exert. spot ( vclalf ¢ ace no token fo Fach time vou t ’ uy ho F Opponent s han 


discard a minion he is skirmishing that exertion 


ip '" G at ficd 


WIZARD STAFF 


UNKNOWN Perits & 


WIELDER OF THE FLAME 


SR = a — 


CONDITION CONDITION : ’ POSSESSION * STAFF 


_ ———————— 


Bearer must be a Wizard 
Skirmish: Exert bearer twice to make a 
minion strength -3 


Spell. 


Skirmish: Response Maneuver: Spot Gandalf to make a 
companion defender +L until uh 
regroup phase. Any Shadow player may 
remove ® to prevent this 
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A RANGER'S VERSATILITY 


| Maneuver: Spot a ranger at a river or 


® forest to exhaust up to 2 minions 


tc pay 


@itention tc bin, especially if the alee j cha agory 


* ARAGORN 


KING IN EXite 


COMPANION * MAN 


Ranger. 
may 


the A: 


Konda aden t net wee 


“Ee POSSESSION. . . ARMOR 


AN Asie GUIDE 
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ARWEN’S FATE 


lonely men are we, Rangers of the wild, 


~ COMPANION ¢ MAN 


ger. 


euver: Exert Aragorn to make 
defender +1 until the regroup 


mters gver of the servants of the ¢ nemy... 
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*ARAGORN’S Bow 


ATHELAS 
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Be afer im 
He is a 
Archery: 
minion 
fellowshi; 


archer 
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Bearer must Bearer mu Skirmish: I gc ake Arw Beare i 
Fellowship: Discard 1 ‘ Bear Strength +35 : \ I : Fellowship: 
Possessio d st X py ‘ dur a, { ; heal a 


compan! Conditio 


.*BOROMIR SEES 5 
DEFENDER © OF Minas TiRiTH 


*BLADE OF GONDOR 
BLOOD OF NUMENOR 
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COMPANION * MAN 


ees er Perrin ey Rer ri 
EVENT 
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POSSESSION * HAND WEAPON - 


Ranger, 
Fellowship: Add @ to heal Boromir 


Sealed a itttle apart was a tai 


Mancuver: £ your support arc 
m 3." i ‘ na Bach #<> Orc comes int 
defender +1 wag 3 ; Skip che ar ry phas 


conditi 23) d ring the 
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EREGION’S TRAILS 


si rength is tripled. 


P+. Boromir,will alse be in the Company. }le is a 
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CONDITION 


at ag a nt 


Mancaver: Exert a ranger to make each 
foaming minion strength ~3 until the 
fegroup phase. 

P Guided by Aragorn they struck a good path, Ji 


Teoked fo “Frodo like the remains of an ancient road 


; thar had ore been | 
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* J Skirmish: | 





Hobbi 


Coat or Man 
DAGGER STRIKE 


FLEE IN TERROR 


POSSESSION * HAND WEAPON 


Bearer must | 
This weapon 1 

t | other hand w 
Bearer is Stren 
while 
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Response: 
fake a woun 


prever tr 





| ~ POSSESSION * CLOAK 


Bear : 
Maneuver: ! 
weathx 


hy 


Skirmish: 


comes 


be CEE ER EE 






Sstrengt! damage +1 
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Response: if 
skirmis : 
That mini 


prev ent 


Regroup: 


disca 


ELenpit’s VALOR 


GREAT SHIELD 


Regroup: | 


Opponent 


dech 





Maneuver: ‘ 
defender +! 


Play st 


Maneuver: | 
wound a 


Thro» 









POSSESSION * SHIELD 






*Horn OF BoROMIR 


THE SHADOWS 
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POSSESSION 


Bearer must be Boromir. 

Maneuver: Exerct Boromir and spot an 
ally. Uncil the regroup phase, thar ally is 
strength +3 and participates in archery 
fire and skirmishes. 

"On a baldric be wore a great horn tipped with 


silve ’ 


PADS PIAA NA S64) 9 PIAS DIA) 6 AB BIA 6 A) 
, hhh Kents EER idles Keres f ee 


POSSESSION * HAND WEAPON © 


Bearer must be Aragorn. 

He is damage +1. 

Aragorn is a trustworthy companion and a deadly 
fee. His Wears roaming the wild have honed his 
swordfighti ng 3 kills 


Skirmish 


damage 


ONE WHoM MEN 


Woutp FoLtow 


SENTINELS OF NUMENOR 


STRENGTH OF KINGS 


Maneuver: 


fhe 


the rv 
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ally. Unt 
strener} 


fire and st 


Skirmish: 


42 {or +4 


Make a 


if in a fierce 


Response: |! 
during a Skit 


cancel that 


*SHIELD OF BOROMIR 


SWORDARM OF THE 


WHITE TOWER 


CONDITION 


Support are 
While ch 


Minion a 


Fellowship 


Regroup: 
play | 


oppor 


| 2 POSSESSION * SHIELD 


Bearer must 
The minion arcl 
Hf bearer is Bor 
skirmishing h 


bonuses 
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bith 


Skirmish: 


strengtl 


No MERE RANGER 


Some Wuo RESISTED 


SWORDSMAN OF THE 
NORTHERN KINGDOM 


Skirmish: Exer 
another companion strengt 
thar Companion has the Arag 


js 


Regroup: 


wou 


EVENT 


Tale. 
Mancuver 


ht 


if dice 


Skirmish: \| 
for +4 when 
minior 
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VALIANT Mas OF tHe Wes \ 


Peet Repoh Pie Dae A ey 4 
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dete mdcrt . } 
)Maneuver: Exert Aragorn to heal Arwen, 
© Or exert Arwen to heal Aragorn 
Rus she 
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Bevonp tHe Hetciur of Mew 


Shadows > t Pca ma ut Piays Oo Wher q hx wm Uruk dar we discard 
an armor possesvten, helm possciwen, OF 
\ daadeas Saeki possssven foc all sux hy tree Peoples 
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You) tee 
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DEMANDS OF THE 
SACKVILLE-BAGG 


Weather. q To play. an 46 minion. Playsto SS 2 Exen an Urak-hai and ‘cots 7 rd this minion if underground. 
wer: Excrt a €€ minion to. make ole ge ate: ras aa to shuffle x minions from your Exert this minion wo took at 
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the opponent choose te cithes = De a Bach time a “8X3 ally exerts, add a discard pile into your dexw deck. ) = 


3 é = 7 aa ‘. 
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(aredhras ; = racthieng Arases near, | cars feel it 


HATE AND ANGER — 


Hunt THEM Down! 
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© play. spotan Uruk-hat Plays to ) sor an Uruk-hai and 3 ‘© play, spot an r ays to your Mancuver: Make an Ur 
upport area. a Muinio iw 3-cards P support inti the regroup phir 
Spot 6 companions : a é’ 1 Be Shadow: Discard this condition tojadd NO, niclak alitll Boy os 
remove @ to wound a compans é % a5 : 
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ISENGARD SM ae ISENGARD WARRIOR 


» Orc is about wo cakes | Megroup: [exert this minion to discard a 4 : " While you ¢an spot another € Orc, no . Reg p: Exert this n nto make the) 
rd, pemove @ to prevent that : t weapon (or all Free Peoples possessions if pe f may use archery special abilities, Pree Peoples player wound a companiony 


Wound up: be xere this minion and spord PTT dy 


. oon 

R ; wounds an the Ring-bearcr to exert Gyere mae. Pts 

Neo other folk moske such a trwnpting 7H : : ‘ fortune’ gm 
Companion 


yOu can spot 5 companions), 











No Orpinary STORM 


eLuxiz 
"SERVANT OF ISENG 


Maneuver: Spot another Uruk-hai to 
make Lurtz fierce until che regroup phase, 


reid the height oy 


fearing nothing.” 


lad now... perferied. Grown be 


of ot Seo ee 


"Black- feathered arrows from ‘Uruk-boi bows nejge 


our the corpets of Secrtman’s ences 


Luatz’s Battie Cry 
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SARUMAN’S AMBITION 


W Skirmish: Make an Uruk-hai strength = 


and damage +1. 


Find the Halflings?”’ 


®ORTHANC BERSERKER 


Damage +! 
Maneuver: 


Plays tO your support arca. 

The twilight cost of your €€ events is <1 
Skirmish: Discard this condition vo ; 
make an Uruk-hai strength +2. ij 

x We muy haw power, powrr fo onder sings a we. 
will for that Good which orily tbe Wise cane ser." 


«Lurrz’s Sworp 


SARUMAN’S CHILI 


Bearcr must 


be | tt 


He us damage +1. 


Free Peo 


ne Lurie wins a 


cs player 


Spell, Weather. 


ryuaive 


kirrnish, the 
must discard the top 


Each Hobbit who mx 


tig 


No BUSINESS OF OuRS 


SARUMAN’S Frost 


CONDITION 


Your support area 
Phe Free Peoples plaver may not haok at 
or reveal card ony Shadow plarérs 


h 
tana 


Kerper OF ISENGARD 


Saraman may not ake wounds during 
the archery phase and may not be 
assigned to a skirmish. 

Uruk-hai are fierce. 

Response: [f an Uruk-hai is about to 
take a wound, exert Saruman to prevent 
that wound. ; 


exert a 
I per site, 


: ; 
ach Hobbit at this Sife ts strength 2 


Spell. Weather. | o | 
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Vlays i site. Lamuat 
. » 6 
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Saruman’s Powers 
Saruman’s REACH 
rocaey to Mace 
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Spelt Weather 
Maneuver | =e : 
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PoTo play, spot Saruman or an Uruk hai, 4 Response: {f the Ring-bearer putes on 
Plays to your support area, The One Ring, spot an  minion to 
Bach archer companion and archerally is, make the Pree Peoples player discard the 
strength a t tmp S cards af his ar her draw deck 
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shalt up to 2 LO cards from your 
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Plays to your support area. 4 i For each Ape condition ae can spot, Response: 
EP While you can spot a <<>> Orc, add | to this minion is strength +1, oe () 
P the minion archery total. TET ch iu ans shal Chalten call lavture aiid 

Wbere volicys of Orcish arrows fly, the defenders of destroy the very bills 

the West fad « 
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Onc SCOUT TING BAND 
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Possession * HAND Weapon # 


For each Free Peoples card borne by a (Geta eure 4 er | N Tracker, 

character this minion is skirmishing, that Skirmish: | ae the roar 
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STRENGTH Born OF FEAR 


__Conpirion CONDITION 


ts If the Ring-bearcr puts o Search. To play, spot a «> Orc. Plays 
The One Ring, spot a «<<» minion & to your support area. 
make the Free Peoples Player discard hi Each time 5 a fellowship moves during 
Of her hand the regroup phasc, you may draw a card 
““Thry w for2 cards if you spota “<> tracker), 
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THE Eve OF SAURON 


THe DarK Lord ADVANCES 
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To play, exert a <<>> Orc. Plays to your 
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PT am old, Gandalf. | don’t look it 
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To play, exert a << Orc. Plays on the 
Ring-bearer. 
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the fellowship phase, add a burden. 
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Fellow ship: Ex 


i 


*BILL THE PONY 


Bearer must be a Hobbit companion 
The Shadow number of cac h Site is 
Discard Bill che Pony if he is at an 

nderground sice during the fellowship 
or regroup phase. 


BALIN’S TOMB 


from hand to heal your companion. 


Underground. Maneuver: Discard a tale from play or 
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Mancuver: 


In addition to the cards from the three sets, several promotional 
cards exist for the game. These can be identified by the number 0 and 
the letter P in the corner in place of the usual expansion set number 
and rarity letter (R, U, or C). Note that character cards that only come 
in starter decks, such as Gimli, Dwarf of the Mountain-race and Gandalf, 
the Grey Pilgrim. carry the P rarity, but are considered part of the sets 
whose starter decks they appear in. 

Most promo cards are the same as existing cards, but with new art. 
The nine cards shown on this page were in the League Kit that became 


available in spring of 2002. The other cards come from various sources. 
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GALADRIEL'’S GLADE 


Tale. Bearer must be a Dwart 

At the start of each of your turns when 
the fellowship is at site 4 or higher, draw 
a card for each Dwarf companion. 
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Fellowship: Add a burden to play Aragorn from your draw 
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deck 


_ POSSESSION 


© Bearer must be Boromir 

)Maneuver: Exert Boromir and spot an 
ally. Until the regroup phase, that ally is 
Strength +3 and participates in archery 
‘fire and skirmishes 


On a baldric be wore a great born tipped with 
silver...” 


i 
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To play, exert an Elf. Bearer must be the 
Ring-bearer. 
Bearer's resistance is +2. 


“ ; 
‘May it be a light to you in dark j laces, wher all 
? ge } 


other lights go out. “Remember Galadriel and her 
Wirror!”’ 
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REALMS OF THE ELF-LORDS’ PRE-RELEASE 
JUNE 2002 


ord of the Rings i is an international phenomenon. The books 
have been translated into many languages and enjoys a 
g around the globe. 
ble card game is just as popular throughout the world. 
the following sampling cards from the Two Towers (in 
German, Spanish, and Italian), Decipher prints cards in 
Polish, Portuguese, and Russian, and other languages. For 
rmation, articles, and rulebooks printed in other languages), 
/wwwadecipher.com/lordoftherings/internationalindes. html. 
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SON OF DeNneTHOR 


_COMPANION * MAN 


Ring-bound. Ranger. 

An opponent may not play skirmish 
events or use skirmish special abilities 
during skirmishes involving Faramiur 
an i you will trust m 

you in yw } 

even uid you 


te puoi ayvistare un Uomo _2#, settrats 


fal costo crepuscole di Eomer. = 
feiung) +2 alla forza di Eomer per ogni 
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daughter of Fomund.... Sbe ts 
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t Sila réserve < colomaadll 
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Eve wast je le Sits, ts de ere: 
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nida Si el fondo de ftir ne 
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What are your Lord of the Rings and Middle-earth CCG cards worth? Here's the answer! 
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Set (365 cards) 397.00 You will need 
Foil set (365 cards) 2,887.00 44 
Starter Display Box = 112.75 _ nine-pocket 
Booster Display Box 95.00 P95 10 “tore 
Starter Deck 11.00 © (21 doubied up) 
Booster Pack 3.30 
RecPrice # Card name Rarity FouPrice 
M@ 0.80 251 A Host Avails Little U 3.008 
M 1.00 113 A Ranger's Versatility U 3.008 
M@ 0.90 316 A Talent for Not 

Being Seen U 3.00 
M 400 87 A Wizard Is Never 

Late R 8.008 
M@ 3.00 69 Albert Dreary: 

Entertainer from Bree R 8.008 
M@ 3.50 120 Alive and Unspoiled R 8.508 
M@ 0.80 203 All Blades Perish U 3.508 
H 0.80 239 All Thought Bent on It U 3.00 
M@ 4.00 204 All Veils Removed R 8.008 
2 
M 4.00 88 An Able Guide R 8.008 
M@ 4.00 163 Ancient Chieftain R 8.008 
M 0.80 29 Ancient Enmity U 3.008 
M@ 0.25 356 Anduin Banks C 1508 
M@ 0.90 353 Anduin Confluence U 3.008 
M@ 0.25 354 Anduin Wilderland C 1508 
M 4.00 365 Aragorn: Kingin Exile X 9.00% 
M 8.50 89 Aragorn: Ranger of 

the North R 13.2588 
M@ 5.70 90 Aragorn’s Bow R 10.00 @ 
3 
M 1.00 91 Aragorn’s Pipe U 3.008 
M@ 0.25 92 Armor C 1.508% 
M@ 12.00 30 Arwen: Daughter of 

Elrond R 13.008 
HM 4.00 93 Arwen’s Fate R 8.008 
@ 0.90 31 Asfaloth U 3.008 
M 1.00 94 Athelas U 3.008 


REGPRICE 
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0.25 
0.80 
0.90 


3.50 
1.00 


0.25 
4.00 
3.00 
6.00 


0.90 
0.80 
0.90 


3.00 
5.00 
1.00 
0.25 
8.30 


1.00 


1.00 
0.25 
5.00 


0.25 
1.00 
1.00 
0.25 
0.90 
0.90 
0.90 
3.50 


9.00 


# 


3 
319 
343 


240 
70 


Card name 


Axe Strike 
Bag End 
Balin’s Tomb 


Band of the Eye 
Barliman Butterbur: 
Prancing Pony 
Proprietor 

Battle Fury 

Beauty is Fading 
Bent on Discovery 
Bilbo Baggins: 
Retired Adventurer 
Bilbo’s Pipe 

Bitter Hatred 

Black Breath 


Black Steed 
Blade of Gondor 
Blade Tip 

Border Defenses 
Boromir: Lord of 
Gondor 
Boromir: Son of 
Denethor 
Boromir’s Cloak 
Bounder 

Bow of the Galadhrim 


Bredefor Battle 
Bree Gate 

Bree Streets 
Breeding Pit 
Breeland Forest 
Brown Lands 
Buckleberry Ferry 
Caradhras Has 

Not Forgiven Us 
Cave Troll of Moria: 
Scourge of the Black Pit 


4.00 166 Cave Troll’s Hammer 


Olea Ore)nnlnnle) a} 


Rarity FouPrice 


C 
U 
U 
R 


pao fips 2 ep Yo 


=e) Co\Gor: aw GaGa Gara 


a Ce Ge Cit ee Ge ke GO Go Ce 


so Ae? 2 


1.50 @ 
3.00 
3.00 


8.00 


3.00 
1.50 
8.00 
8.00 


9.50 
3.00 Mf 
3.00 
3.30 


8.00 
8.50 
3.30 
1.50 @ 


12.50 


3.00 
3.00 @ 
1.50 
8.00 


1.508 
3.00 
3.00 
1.50 
3.00 
3.00 
3.00 


8.00 


13.25 
8.80 


The Lord of the Rings « 
The Fellowship of the Rings 


Decipher * Released cn 6, 2001 
365 cards plus 365 foil versions ¢ IDENTIFIER: First digit in card code is ‘1’ 
¢ Starter decks contain 63 cards; starter displays contain 12 decks 
¢ Booster packs contain 11 cards; booster displays contain 36 packs aLLOW Nl 
Designed by Joe Alread, Chuck Kallenbach Il, Tom Lischke, and Mike revolts 


Standard versions of the major character cards Aragorn, King in Exile and Gandalf, The Grey 
Wizard appear in the starter decks; their foil versions randomly appear in boosters. 


REGPRICE 


EBEREREE SEES SERRE Be GB " 
. EERE Be 


5.00 


3.00 
0.25 
0.25 
0.25 
3.00 
0.80 
3.00 


0.25 
3.00 
0.25 
0.25 
3.00 
3.50 
4.00 


3.50 
0.90 


5.00 
0.80 
0.25 
3.50 
0.25 
0.90 
0.25 
0.25 
0.25 


0.90 
0.25 
0.25 
6.80 


0.25 
0.25 
0.90 
3.50 
3.00 


Serye magazine is used by gamers and collectors alike as the only reliable 
RYE source for secondary market prices for collectible card games. We survey retail 
stores across North America for each issue of Serye, available every month at the 
store where you bought this magazine. You can also get the prices in checklist form 
in the Serye Collectible Card Game Checklist & Price Guide, a 592-page 
book. The new edition ships in early 2003! 


# Card name 


34 
99 


o1 


101 
337 
124 
241 


U = Uncommon R=Rare X= Fixed 


Celeborn: Lord of 
Lérien 

Change of Plans 
Cleaving Blow 

Coat of Mail 

Council Courtyard 
Cruel Caradhras 
Curse from Mordor 
Curse Their Foul Feet! 


Dagger Strike 

Dark Whispers 
Defiance 

Delving 

Denizens Enraged 
Despair 

Desperate Defense of 
the Ring 

Desperate Measures 
Dimrill Dale 


Double Shot 


‘Drawn to its Power 


Drums in the Deep 
Durin’s Secret 

Dwarf Guard 
Dwarrowdelf Chamber 
Dwarven Armor 
Dwarven Axe 
Dwarven Heart 


East Road 
Elendil’s Valor 
Elf-song 

Elrond: Lord of 
Rivendell 

Elven Bow 
Elven Cloak 
Emyn Muil 
Enduring Evil 
Enheartened Foe 








Rarity FowPrice 


mY ge? © ae! cops J Cw eas 0 al exp Rsv Il combs: © | exp Jf ee Sh cap Mio o oe v | 


Ga Coan nC Co Cp GoGo we CoiGeibe: Gar cks kD 
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. 8.508 


8.00 
1.50 
1.508 
1.508 
8.00 
3.00 
8.00 


1.50 
8.00 
1.80 
1.50 
8.00 
8.00 


8.00 
8.00 
3.00 


10.50 
3.30 
1.50 
8.00 
1.508 
3.00 
1.50 
1.50 
1.50 


3.00 
1.508 
1.508 


11.00 
1.508 
1.50 
3.00 
8.00 
8.00 





Get checklists for 450 more CCGs just like this in the 
2003 Serye CCG Checklist & Price Guide! 


ree ar Par Sar Sqe’® 
x SCRYE “ONS 
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The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 











REGPRICE 


OOOOOO OOOFOOOOOOOOO200000 OOOOFOOOOO OF OOOFODO0D0D00000s0000 ooOoOoOo0- 


_~ 
~“ 


i OE) Oe 


0.25 
0.25 
0.25 
0.25 
3.00 


0.90 
0.25 
3.00 
0.80 


3.00 
0.25 
0.90 
0.80 
0.25 
7.00 
0.25 
0.90 
0.80 


7.80 
0.25 
10.00 


4.50 


1.00 
0.90 
0.80 
1.00 
6.00 


4.50 
4.00 
5.60 
0.80 


4.00 
9.00 
0.25 
4.00 
0.25 


0.25 
1.00 
0.25 
0.25 
1.00 
0.25 
4.00 
0.25 
0.25 


0.25 
0.25 
3.00 


3.00 
0.90 
0.90 
1.00 
3.00 
4.50 


1.00 


0.80 
0.25 
4.00 
0.25 


0.25 
0.25 
0.25 
0.25 


0.25 
0.25 


Get checklists for 450 more CCGs just like this in the 2003 
Scrye Collectible Card Game Checklist & Price Guide! 


# Card name 


104 
331 
287 

11 
288 


Eregion’s Trails 
Ettenmoors 
Extraordinary Resilience 
Farin: Dwarven Emissary 
Farmer Maggot: 
Chaser of Rascals 
Farmer Maggot’s Fields 
Far-seeing Eyes 

Fear 

Foes of Mordor 


321 

43 
212 
105 


170 
248 
338 

4 
171 
289 
290 
339 
213 


45 
351 
72 


Fool of a Took! 

Forces of Mordor 

Ford of Bruinen 

Foul Creation 

Frenzy 

Frodo: Old Bilbo’s Heir 
Frodo: Son of Drogo 
Frodo’s Bedroom 
Frozen by Fear 


Galadriel: Lady of Light 
Galadriel’s Glade 
Gandalf: Friend of 
the Shirefolk 
364 Gandalf: The Grey 
Wizard 

73 Gandalf’s Cart 

74 Gandalf’s Pipe 

46 Gift of Boats 

12 Gimli: Dwarf of Erebor 

13 Gimli: Son of Gléin 


14 Gimii’s Battle Axe 

15 Gimli’s Helm 

75 Glamdring 
249 Gleaming Spires Will 

Crumble 

172 Goblin Archer 
173 Goblin Armory 
174 Goblin Backstabber 
175 Goblin Domain 
176 Goblin Marksman 


177 Goblin Patrol Troop 
178 Goblin Runner 

179 Goblin Scavengers 
180 Goblin Scimitar 
181 Goblin Sneak 

182 Goblin Spear 

183 Goblin Swarms 
184 Goblin Wallcrawler 
185 Goblin Warrior 


106 Gondor’s Vengeance 
107 Great Shield 

16 Greatest Kingdom of 
My People 
Greed 
Green Dragon Inn 
Green Hill Country 
Grimir: Dwarven Elder 
Guard Commander 
Gwemegil 


Haldir: Elf of 

The Golden Wood 
Halfling Deftness 
Halls of My Home 
Hate 

Here Lies Balin, Son 
of Fundin 

Hobbit Appetite 
Hobbit Farmer 
Hobbit Intuition 
Hobbit Party Guest 


Hobbit Stealth 
Hobbit Sword 


125 
322 
323 
17 
186 
47 


48 


293 
18 
250 
19 


294 
295 
296 
297 


298 
299 


Rarity FowPrice 


20 0 BE 0 py CHK em igh aig & Vso CoC). .CaiGs Go: Co CLC CD. Co 20.6) ou p. os 8 J © Uso pee 2 A aay oe, | al aa b < =e) CIGod. 5 oo oC) Ce Caen CS C3 6 og oe ap ae i a) 


C2" CD" Cp Cd'"S 2 CD gad GCS Cc 


1.5000 
1.500 
1.500 
1.500 


8.300 
3.000 
1.500 
8.300 
3.000 


8.000 
1.500 
3.000 
3.00 0 
1.5000 
12.500 
1.500 
3.000 
3.300 


12.000 
1.500 


12.500 


12.000 
3.000 
3.000 
3.000 
3.000 
8.800 


8.30 
8.300 
9.000) 


3.000 
8.000 
8.500 
1.500 
8.00 L 
1.500 


1.500 
3.00 0 
1.500 
1.500 
3.000 
1.500 
8.00 L 
1.500 
1.500 


1.5000 
1.500 


8.300 
8.00 
3.000 
3.000 
3.00 
8.00 L 
10.500 


3.000 
3.000) 
1.500 
9.000 


1.500 
1.500 
1.500 
1.500 
1.500 


1.500 
1.500 


RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FoiPrice 
[J 0.25 187 Host of Thousands C 1500) O) 4.00 264 Orc Bowmen R 8.000) 
[J 0.80 126 Hunt Them Down! U 3.00L) CJ 4.00 265 Orc Butchery R 8.000) 
1) 3.00 214 In the Ringwraith’s CL) 0.25 266 Orc Chieftain C 1.500 
R 8000) % 
5) 025 76 intimidate ¢:7.50ls Eh 0.90 267 Ore Hitt pPeeite 
O 3.00 253 Journey IntoDanger oR 8.000 = ee ee te pe C ote 
1 8.00 50 Legolas: Greenleaf = R 14.0001 oa peal ae 
O 1.00 51 Legolas: Prince of (J 0.90 270 Orc Scouting Band U 3.000 
19 [J 4.00 272 Orc War Band R 8.000 
O 0.80 77 LetFollyBeOurCloak U 3.00L) CL) 1.00 56 Orophin:LorienBowman U 3.000 
OO 0.25 20 Let Them Come! C 1.500) CJ 4.50 131 Orthanc Assassin R 8.000) 
0.25 52 Lightfootedness C 1500) © 3.50 80 Ottar:ManofLaketown R 8.000 
[J 0.25 300 Longbottom Leaf C “1S0EF 2 
O 0.25 21 Lord of Moria Biplane ee Paey R 8.000 
[ 0.25 53 Lorien Elf C 1.500 C] 0.90 348 Pass of Caradhras U 3.000 
Cl 3.00 189 LosttotheGoblins  R 8000) UW 2.25 110 Pathfinder C 1.500 
C1 0.90 352 Lothlérien Woods isan] Sr 080 222 Cathie Seldorn Tenglaen <s:.b 096.208 
Fl 700 197 Lurtz: Servant of C 0.90 358 Pillars of the Kings U 3.000 
isengard R 9500 CL) 0.25 192 Pinned Down C 1.500) 
20 CJ 0.25 306 Pippin: Friend to Frodo € 4.500 
C) 4.00 128 Lurtz’s Battle Cry R 8.000) CI 5.00 307 Pippin: Hobbit of 
CJ 0.80 54 Mallorn-trees U 3.000 Some Intelligence R 8.500) 
CJ} 1.00 301 Master Proudfoot: C} 0.25 193 Plundered Armories G 2 hb0E3 
Distant Relative of Bilbo U 3.000) * 
1 4.00 302 Merry: FriendToSam R 8300) © 4.30 308 i el According to : fe 
O 0.25 303 Merry: from O’er is Stature 8.80 
The Brandywine c 1500 CL) 4.00 111 Pursuit Just Behind R 8300) 
O 0.90 332 Midgewater Marshes U 3.000 © 3.00 81 pier that Need ‘ - 
O 0.90 333 Midgewater Moors U 3.000 nswering 8.00 
ag ge : CL) 0.80 223 Relentless Charge U 3.500 
(J 3.00 254 Mordor Enraged R 8.00L) CI 3.00 195 Relics of Moria R 8.000) 
(1) 0.25 255 Mordor’s Strength C 1.500) CJ 3.50 224 Return to Its Master R 8.000) 
1 4.50 216 Morgul Blade R 8300) OL) 0.25 82 Risk a Little Light GC 1500 
POLL: = 
: a a Se iid : oete C1 0.90 340 Rivendell Terrace U 3000 
O 1.00 257 Morgul Skirmisher u 3000) WU 2.90 341 Rivendell Valley U 3.000 
O 1.00 258 Morgul Skulker U 3000 C} 0.90 342 Rivendell Waterfall U 3.000) 
O 3.50 259 Morgul Warden R soo) U 1.00 309 Serreorange: ; 3 
1 3.50 190 Moria Axe R 8.000 obbiton Lass 3.00 
22 C) 1.00 57 Rumil: Elven Protector U 3.000) 
C1 0.25 346 Moria Lake C 1.500) CI 5.00 310 Sam: FaithfulCompanion R 9.000) 
C) 0.25 191 Moria Scout C 1.500) CJ 0.25 311 Sam: Son of Hamfast C. 1.500) 
CL) 0.90 347 Moria Stairway U 3.00C) CO) 0.25 133 Saruman’s Ambition: C 1.500 
(J 0.25 78 Mysterious Wizard C 1.500) CO) 0.25 134 Saruman’s Chill C 1.500) 
CL) 1.00 218 Nazgil Sword U3: 300): 2 
1 0.80 130 No Ordinary Storm U 3.000 LC) 0.80 135 Saruman’s Frost U 3.000 
C 0.80 108 No Stranger to the CL] 0.80 136 Saruman’s Power U 3.000 
’ Shadows U 3000 C) 3.00 137 Saruman’s Reach R 8.000) 
1 0.25 304 Noble Intentions C 1500 5 fe io ee oe ; ee 
= 4.00 23 Nobody TossesaDwarf R 8.00L) CF 4.00 139 Savagery to Match 
1) 0.80 220 Not Easily Destroyed U 3.300 Their Numbers R 8.000) 
CL) 0.25 305 Old Toby C 1.500) CI) 0.80 275 Seeking It Always U 3.000 
1 0.80 109 One Whom Men C] 3.00 276 Seeking Its Master R 8.000) 
Would Follow U 3.00L) CI 4.00 83 Servant of the Secret 
CJ 0.25 261 Orc Ambusher CS Fire R 8800) 
: 29 
ce ae ee Fay] Ol 0.25 277 Shadow’s Reach ¢ 1.500 






The Lord of the Rings « 


The Fellowship of the Rings Deluxe Starter Set 
Decipher * Released November 2001 


® Contains a 60-card deck, 3 random rares, 1 booster pack, 25 tokens, 6 markers 
¢ Three box designs: Gandalf, Shire, and Sauron 

All cards in the Starter Set are from The Fellowship 
of the Ring set and cannot be distinguished from 
them. 

There are 10 red and 15 black tokens inside, as well 
as six fellowship player markers. 











Deluxe Starter Set 20.00 





R=Rare X = Fixed 


It's available from your game store in March 2003! _ «a: 
Or order it direct from (800) 258-0929! £ 83 3 
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REGPRICE 


0.90 
0.90 
0.25 
1.00 


0.90 
0.25 
0.90 
0.25 


GGHEPEY * To RCTEt 


0.25 
3.00 
0.25 
0.80 
0.25 
6.00 
3.00 
0.25 
0.25 


3.00 
0.25 
0.25 
0.90 


0.90 


0.80 
0.25 


0.25 


O 
O 
in 
C 
O 
O 
0 
L 
O 
31 

OC 
O 
O 
O 
L 
L 
CO 
O 
C 


0.25 


3.00 
3.50 





# Card name Rarity FowPrice ReGPRIce 
325 Shire Lookout Point U 300CL) OO 0.80 
359 Shores of NenHithoel U 3.000) 

59 Shoulder to Shoulder C1500) 2 El 3:06 
60 Silinde: Elf of C] 4.00 
Mirkwood U 3000) © 0.80 
355 Silverlode Banks U 3000) © 3.00 
84 Sleep, Caradhras C¢-1.500).:f7 400 
361 Slopes of Amon Hen U 3.000 
61 Songs of the Blessed 0.80 
Realm C 1500) .3 
CJ] 0.80 
312 Sorry About Everything C 1500) [ 499 
140 Spies of Saruman R 8000) | 3090 
24 Stairs of Khazad-dim C. 6001 
63 Stand Against Darkness U 3.000 (| ggo 
25 Still Draws Breath C.<ts0 
313 Sting R 12.500) 
314 Stone Trolls R 8.000) z an 
315 Stout and Sturdy C 1.500) ‘ 
278 Strength Born of Fear C 1.500 O 740 
115 Strength of Kings R 8.000) 
85 Strength of Spirit c 1500 OU 0.25 
362 Summit of AmonHen CC 1.500) 
64 Support of the Last = W 5.00 
Homely House U 3.00 
65 Swan-ship of the : ye 
Galadhrim U 3.000 
225 Sword of Minas Morgu uU 3500) U 3.50 
116 Swordarm of the UO 0.25 
White Tower ¢ 1.500 
117 Swordsman of the CL) 4.00 
Northern Kingdom ¢ -1.508 
349 The Bridge of Ul 4.00 
Khazad-diim c 1500 = es 
100 The Choice of Luthien R 8.000) 
35 TheCouncilofElrond R 8000) (4 300 


OOOOOOOD"*OOOOOOOO0” 


DOGO Elo) 





# 


Pi 
P2 
P3 
P4 
P5 
P6 
P7 
P8 
Pg 


P10 
P11 
P12 
P13 
P14 
P15 
P16 
P17 


# 


3M2 


Card name 


The Prancing Pony 


Bill the Pony 
Fireworks 


Council Courtyard 


Horn of Boromir 
Balin’s Tomb 

Book of Mazarbu 
Galadriel’s Glade 
Phial of Galadriel 


The Balrog, Durin’s Bane 
Saruman, Servant of the Eye 


Gimli, Son of Gléin 
Legolas, Greenleaf 


Aragorn, Ranger of the North 
Legolas, Son of Thranduil 
Faramir, Son of Denethor 
Eowyn, Lady of Rohan 


# Card name 


242 The Dark Lord’s 
Summons 

169 The End Comes 

291 The Gaffer: Sam’s Father 

292 The Gaffer’s Pipe 

252 The Irresistible Shadow 

49 The Last Alliance of - 

Elves and Men 

188 The Long Dark 


215 The Master's Will 
55 The Mirror of Galadriel 
129 The Misadventure of 
Mr. Underhill 
219 The Nine Servants 
of Sauron 
79 The Nine Walkers 
260 The Number Must 
Be Few 
1 The One Ring: 
lsildur’s Bane 
2 The One Ring: 
The Ruling Ring 
221 The Pale Blade 


324 The Prancing Pony 
273 The Ring's Oppression 
114 The Saga of Elendil 
58 The Seen and the 
Unseen 
62 The Splendor of 
Their Banners 
66 The Tale of Gil-galad 
228 The Twilight World 
200 The Underdeeps of 
Moria 
282 The Weight of a Legacy 


Kind 


Alternate image 
Preview 
Preview 
Alternate image 
Preview 
Alternate image 
Preview 
Alternate image 
Preview 


Preview 
Preview 
Alternate image 
Alternate image 
Alternate image 


Rarity 
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4 ji cop | exe lio © IB > 


The Lord of the Rings® Promo Cards 


Decipher ¢ IDENTIFIER: First digit in card code is ‘0’ 
The Balrog was given free in copies of Scrye #8.8 (Nov/Dec 2001). 


Alternate image/Preview 
Alternate image/Preview 


Alternate image/Preview 





OVERSIZED PROMOS 

1M3 Lurtz, Servant of Isengard 

2M1 The Witch-king, Lord of the Nazgil 
2M2 Frodo, Reluctant Adventurer 

2M3 Sam, Proper Poet 
2M4 Gimli, Dwarf of the Mountain-race 
3M1 Arwen, Elven Rider 


Hand of Sauron 


A line of (unplayable) oversized cards exists: 


PRICE 


FOILPRICE 


3.00 0 
8.300 
8.300 
3.000 
8.000 


8.00 
3.000 


3.300 
8.000 


8.100 


3.50 
8.00 LI 


3.000 
13.250 


1.500 
8.800 


3.000 
1.500 
8.00 


1.500 
8.00 0 
8.00 
8.000 


8.00 
8.000 









Price 


2.90 
3.00 
2.90 
2.90 
3.00 
2.50 
2.50 
2.00 
3.00 


4.00 
3.30 
4.00 
4.00 
2.50 
15.00 
10.75 
5.00 





8.00 
8.00 
8.00 
8.00 
10.00 
8.00 
8.00 








ReEGPRICE 
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0.25 
9.90 


0.25 
0.25 
0.80 
0.25 
0.25 
3.50 
1.00 


0.25 
0.80 
4.00 
0.80 


0.90 
0.90 
0.80 
0.25 


3.50 


0.90 
4.00 


5.60. 


9.90 


1.00 
1.00 
1.00 
1.00 


1.00 


6.00 


0.25 
0.25 
0.25 
0.25 
0.25 
4.00 
4.00 
0.25 


0.25 
0.25 
0.25 
0.90 
0.25 
4.00 
0.25 
0.25 
0.25 


0.90 
0.25 
0.25 
4.00 
0.80 
3.80 
0.90 
0.90 
0.25 


0.25 
0.80 
1.00 
0.80 
0.25 


# Card name 


68 The White Arrows of 
Lérien 
237 The Witch-king: Lord 
of Angmar 
141 Their Arrows Enrage 
26 Their Halls of Stone 
226 Their Power Is in Terror 
317 There and Back Again 
196 They Are Coming 
279 Thin and Stretched 
27 Thrarin: Dwarven Smith 


197 Threat of the Unknown 

227 Threshold of Shadow 

318 Thror’s Map 

198 Through the Misty 
Mountains 

363 Tol Brandir 

280 Tower Lieutenant 

142 Traitor’s Voice 

86 Treachery Deeper 

Than You Know 


199 Troll’s Keyward 


334 
143 
229 


Trollshaw Forest 
Troop of Uruk-hai 
Ulairé Attéa: Keeper 
of Dol Guldur 

Ulairé Cantéa: 
Lieutenant of Dol 
Guldur 

Ulairé Enquéa: 
Lieutenant of Morgul 
Ulairé Lemenya: 
Lieutenant of Morgul 
Ulairé Nelya: 
Lieutenant of Morgul 
Ulairé Nertéa: 
Messenger of Dol 
Guldur 

Ulairé Ostéa: 
Lieutenant of Morgul 


230 


23 


— 


232 
233 
234 


235 


Ulairé Toldéa: 
Messenger of Morgul 
Under the Watching Eye 
Unfamiliar Territory 
Uruk Bloodlust 

Uruk Brood 

Uruk Fighter 

Uruk Guard 

Uruk Lieutenant 

Uruk Messenger 


236 


281 
201 
144 
145 
146 
147 
148 
149 


150 
151 
152 
153 
154 
155 
156 
157 
158 


159 
160 
67 


Uruk Rager 

Uruk Savage 

Uruk Shaman 

Uruk Slayer 

Uruk Soldier 

Uruk Spy 

Uruk Warrior 

Uruk-hai Armory 
Uruk-hai Raiding Party 


Uruk-hai Rampage 
Uruk-hai Sword 
Uruviel: Maid of Lorien 
118 Valiant Man of the West 
161 Wariness 

28 Wealth of Moria 
335 Weatherhills 
336 Weathertop 
326 Westfarthing 


119 What Are They? 


202 What Is This New Devilry? 


162 Worry 
238 Wreathed in Shadow 
283 You Bring Great Evil 


C= Common U=Uncommon R=Rare X= Fixed 
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Rarity —_ FoiLPRIce 


1.500 


14.000 
1.500 
1.500) 
3.300 
1.500 
1.500 
8.000 
3.000 


1.500 
3.300 
8.000 


3.000 
3.000 
3.000 

3.000 


1.500) 
8.00 


3.000 
8.000 


10.500 


10.500) 
3.300 
3.300 
3.500 


3.300 
3.300 


10.500 
1.500 
1.500 
1.500 
1.500 
1.5000 
8.000 
8.000 
1.500 


1.500 
1.500 
1.500 
3.000 
1.5000 
8.000 
1.500 
1.500 
1.500 


3.000 
1.500 
1.5000 
8.00 L 
3.00 
8.000 
3.000 
3.000 
1.500 


1.5000 
3.000 
3.000 
3.300 
1.500 
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The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 


The Lord of the Rings « 


e & 
The Mines of Moria 
Decipher ® Released March 6, 2002 
122 cards plus 122 foil versions ¢ IDENTIFIER: First digit in card code is ‘2’ 
e Starter decks contain 63 cards; starter displays contain 12 decks 
¢ Booster packs contain 11 cards; booster displays contain 36 packs 
Standard versions of the major character cards Gimli, Dwarf of the 


Mountain Race and Gandalf, The Grey Pilgrim appear in the starter decks; 
their foil versions randomly appear in boosters. 





RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FoiPRrice 


Set (122 cards) ee | C1 3.00 19 Release the Angry Flood R 8.500 
Foil Set (122 cards) 912.50 i Me = aS - rai fee to Thorin : Ce O 0.80 79 Resistance Becomes 
' ODIKP amare ~ Unbearable U 3.000 
spel enages bee la O 0.25 61 Goblin Flankers C 1.000 ( 025 114 Sam, Proper Poet C 1000 
this set, 2 9.25 42 Goblin Man C 1.000 (© 3.10 20 Secret Sentinels R 8.500 
Starter Deck 11.00 © Goubicdis) © 0.25 62 Goblin Pursuer C 1.000 (© 025 37 Sentinels of Nimenor C 1.000 
Booster Pack 3.30 C) 0.25 63 Goblin Reinforcements C 1.00L) [ 400 38 Shield of Boromir R 7100 
C) 0.25 64 Goblin Scrabbler C 1.000) ( 0.25 91 Southern Spies ¢ 1000 
RecPrice # Card name Rarity FouPrice ©! 9.25 65 Goblin Spearman C 1.0001 © 0.25 26 Speak “Friend” and Enter C 1.000 
O 0.80 8 Golden Light ontheLand U 3.000 * 
O 0.50 16 A Blended Race U S006 3 L) 0.80 92 Spies of Mordor U 3.000 
1 3.50 112 A Promise R 9000 C1) 0.80 34 Gondor WillSee ltDone U 3.00L) [ 360 27 Staff Asunder R 7.000 
O 4.00 49 Archer Commander R 8500) U 9.50 118 Great Chasm U 3.000) © 3.00 80 Stricken Dumb R 7.000 
1 3.00 1 Beneath the Mountains R 8.000) UJ 9.25 9 Great Works Begun ThereC 1.000 (] 0.25 51 The Balrog, Durin’s Bane C 1.000 
O 3.00 39 Beyond the Height of MenR 7.000) WU 0.25 10 Hand Axe C 1.000 © 8.90 52 The Balrog, Flame of 
1 0.80 96 Bilbo Baggins, LI 0.80 76 Helpless U 3.000 Udan R 11.000 
Well-spoken Gentlehobbit U 3.500 CL] 3.00 77 His Terrible Servants R 7.000) [] 5.00 50 The Balrog’s Sword R 8500 
O 4.50 75 Bill Ferny, Swarthy LI) 0.80 103 Hobbit Sword-play U 3.00L) 1 0.80 87 The Eye of Sauron U 3500 
Sneering Fellow R 8500 Ft “O50-<415 Hobbiton Party Field U 3000) [| 910 85 The Witch-king, Lord 
CO 0.80 31 BloodofNamenor  U 3.000) [ 050 116 Hobbiton Woods Y 3.000) of the Nazgal R 10.000 
O 3.00 97 Consorting With Wizards R 7.000 1 0.80 18 Hosts of the Last Alliance U 3.00L) [4 09.80 71 Throw Yourself in 
O 050 54 Dark Fire U 3000 CL] 4.00 66 Huge Tentacle R 8500) Next Time U 3.000 
O 0.25 55 Dark Places c 1000 U2 0.25 24 Hugin, Emissary from O 0.80 13 Tidings of Erebor U 3.000 
O 0.50 98 Dear Friends U 3.000 Laketown C 1.000 © 0.25 14 TillDurinWakes Again C 1.000 
O 0.25 99 Deftin Their Movements C 1.000) © 0.80 78 ItWantstobeFound U 3.000) ( 3.00 45 Too Much Attention R 7.000 
O 0.25 40 Demands of the CJ 3.00 25 Jarnsmid, Merchant O 3.10 93 Tower Assassin R 8500 
Sackville-Bagginses CC 1.000 from Dale R 7.000 ( 0.25 117 Town Center ¢ 1.000 
O 0.50 17 Dismay Our Enemies u 3000 U 4.00 43 Lurtz's Sword R 7000 O 080 72 Troubled Mountains U 3.000 
Cl 0.25 2 Disquiet of Our People Cc 1.000) WU 3.00 11 Make Light of Burdens R 7.00L) [] 1.00 82 Ulairé Attéa, The 
Cl 0.80 3 Dwarven Bracers U 3.200); 41 0.25 88 Memory of Many Things | ¢ “1-000 Easterling U 3.700 
3 LC) 1.00 83 Ulairé Enquéa, 
CO 0.80 4 Endurance of Dwarves U 3.000] © 0.25 104 Merry, Horticulturalist C 1.000 nindaraie jc Oe ret 
O 0.25 21 Erland, Advisor to Brand C 1.000) WU 4.60. 105 Mithril-coat R 9300 3 
O 080 41 Evil Afoot Uy 3000 CJ 0.80 67 Moria Archer Troop U 3000) J 500 84 Ulairé Nelya, 
O 3.00 100 Fearing the Worst R 7000 0.80 68 Must Do Without Hope U 3.00) Ringwraith in Twilight R 9100 
O 0.25 101 Filibert Bolger, Wily HO) 0.25 35 Natural Cover C 1.000 0 4.00 46 Uruk Captain R 8500 
Rascal C 1.000 CJ 0.80 106 Nice Imitation U 3.00 iam 0.25 47 Uruk Scout 5 1.000 
O 0.80 56 Fill With Fear u 3000 OU 0.25 44 NoBusiness of Ours C 1.000) [ 0.80 120 Valley of the Silverlode U 3.000 
O 3.00 57 Final Cry rR 7.000) WU 3.00 36 No Mere Ranger — R 7.000 © 3.00 94 Verily! Come R 7.000 
O 4.60 32 Flaming Brand R 8500 - 0.80 107 NotFearedin Sunlight u 3.00L) [J 9.25 95 Vile Blade ¢ 1000 
CK) 0.80 33 Flee in Terror U 3.000 :F 3.60 108 O Elbereth! Gitthoniell R 8.5007; - 500 78 Watcher in the Water, 
O 025 69 Old Differences ¢ 1000 Keeper of Westgate =» R 8.001 
C20.25 5 Flurry of Blows c¢ 1.000) . : [CT] 3.00 15 What Are We Waiting 
O 0.25 58 Foul Tentacle c 1000 U 20.25 89 Orc Scout C 1.000) For? R 7000 
O 0.80 59 Foul Things U 3000 LJ 0.25 90 Orc Taskmaster C 1.000 Cl] 4.00 74 Whip of Many Thongs ..R 7.000] 
1 0.25 102 Frodo, Reluctant LU) 3.50 109 Orc-bane R 9000 ;, 
Adventurer c 1000 WU 0.25 110 Pippin, Mr. Took C 1.0001 (© 0.80 28 Wielder ofthe Flame U 3.000 
O 0.25 6 Fror,Gimli’s Kinsman Cc 1.000) UW 9.80 70 Power and Terror U 3.000 0.25 29 Wizard Staff C 1.000 
1 3.00 122 Gandalf, The Grey Pilgrim X 13.000) J 0.80 111 Practically Everyone O 0.80 48 Wizard Storm U 3.000 
O 5.00 22 Gandalt’s Staff R 8.500 Was Invited U 3.000 1 3.10 86 Wraith-world R 7.000 
O 0.25 23 Gandalf’s Wisdom ¢ 1000 7 3.30 12 Realm of Dwarrowdelf R 7.00L) [4 980 30 You Cannot Pass! U 3.000 
CK} 3.00 121 Nl ogc) C2 3:10 113 Red Book of Westmarch R 7.0001 


C =Common Uz=Uncommon R=Rare X= Fixed 





Get checklists for 450 more CCGs just like this in the 2003 Pasig SOE NENAP Non, It's available from your game store in March 2003! | ‘¥ 
Scrye Collectible Card Game Checklist & Price Guide! SOL SCRYE OS Or order it direct from (800) 258-0929! £85 3 





The Lord of the Rings 
The Realms of the Elf-Lords 


Decipher © Released July 2002 

122 cards plus 122 foil versions ¢ IDENTIFIER: First digit in card code is ‘3’ 

¢ Starter decks contain 63 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs 
Standard versions of the major character cards Boromir, Defender of 


Minas Tirith and Legolas, Son of Thranduil appear in the starter decks; 
their foil versions randomly appear in boosters. 





Set (122 cards) 150.00 you wilneeqd  RecPrice # Card name Rarity FouPrice RecPrice # Card name Rarity FowPrice 
Foil Set(122 cards) 850.00 44 1 0.25 117 Gates of Argonath C 1.000 OU 4.00 99 Orc Trooper R 6.000) 
Starter Display Box 106.00 nine-pocket_ 1 3.00 81 Gates of the Dead City R 7.00[1 4 
Booster Display Box 90.00 P02 'store * se ape area ale ag 
this set. O 0.90 88 Get Off the Road! U 2800 OU 0.25 101 Orc Warrior ¢ 1.000 
Starter Deck 10.00 could)  [] 330 19 Gift ofthe Evenstar  R 8.000) OJ 4.00 66 Orthanc:Berserker R 8.000 
Booster Pack 3.00 O 0.90 2 Gimli’s Pipe U 3.000 CO 3.00 102 Our List of Allies 
O 0.90 89 GleamingintheSnow U 2.800 Grows Thin R 7.000 
RecPrice # Card name Rarity FouPrice © 1.00 20 Golradir, Councilor of L) 1.00 24 Phial of Galadriel U 3.000) 
Imladris U 2800) OO 0.90 25 Saelbeth, Elven Councilor U 2.800) 
C) 3.00 52 AFellVoiceontheAir R 7.00L) [4 359 41 Gondor Bowmen R 7.000 CO 6.70 68 Saruman, Keeper of 
C) 0.80 4 A Royal Welcome U 2800) (| 0.25 90 Hand of Sauron c 1.000 Isengard R 8.000 
L] 0.25 49 Abandoning Reason for O 0.90 53 Hate and Anger U 2800 OU 0.25 69 Saruman, Servant 
Madness C 1.000) [| 0.25 78 Hide and Seek Cc 1.000 of the Eye C 1.000 
CL) 0.25 37 Answering the Cries ¢ 1000 :, (J 0.25 112 Seek and Hide C 1.000 
LC} 6.70 38 Aragorn, Heir to the O 3.00 91 HisCrueltyand Malice R 7.000 1 
White City R 8.00L1 [ 0.25 33 HisFirstSeriousCheck C 1.000 © 0.25 70 ServantstoSaruman C 1.000 
Cl} 1.00 7 Arwen, Elven Rider U 3.500) [| 3.00 54 Hollowing of Isengard R 7.000 OO 080 45 SomeWhoResisted U 2.800 
C1 7.00 8 Arwen, Lady Und6miel R 10.000 (| 359 42 Horn of Boromir R 8000 O 0.90 26 Something DrawsNear U 2.800 
C) 3.00 39 Banner of the White Tree R 7.00L) [4 80 119 House of Elrond U 2800 O 0.80 5 Song of Durin U 2.800 
CL) 0.80 9 Beren and Luthien U 280LT: 4-955" be Isengard Axe c 1000 O 0.90 46 Still Sharp U 2.800) 
2 1) 0.25 +56 Isengard Forger c 1.000 O 0.25 6 Storm of Argument Cc 1.000 
L 3.00 29 Betrayal of Isengard =  =R 7.00L) [ 990 57 Isengard Retainer U 3.000 UO 3.00 80 Sucha Little Thing R 7.000) 
Cl] 1.00 106 Bill the Pony U 3.0001 [| 0.90 58 Isengard Servant U 2800) © 3.00 103 Terrible as the Dawn R 8.000 
CL) 3.00 1 Book of Mazarbul R 6000) , C) 0.25 87 The Dark Lord Advances C 1.000) 
CL] 2.00 122 Boromir, Defender of O 0.25 59 Isengard Shaman C 1.000): 2 
Minas Tirith X 10.00L) [| 0.90 60 Isengard Smith U 3000 UO 0.25 118 The Great River Cc 1.000 
LC) 1.00 10 Calaglin, ElfofLorien U 2800) [ 9.90 641 Isengard Warrior U 2800 O 4.00 67 The PalantirofOrthanc R 8.000 
CL] 3.00 50 Can You Protect Me O 0.25 62 Isengard Worker c 1000 OU 0.90 83 TheRingDrawsThem U 2.800 
From Yourself? R 7.000] (| 2.50 121 Legolas, Son of ThranduilX 4.000 ©) 4.00 44 TheShardsofNarsil R 8.000 
CL} 0.80 115 Caras Galadhon U 28001 (| 500 21 Long-knives of Legolas R 8.000) UO 3.00 113 The Shire Countryside R 7.000 
CL) 0.25 11 Cast It Into the Fire! C 1.00CL) [ 990 79 Malice U 2800) CO) 1.00 73 The Trees Are Strong U 2.800) 
CL) 3.30 40 Citadel of Minas Tirith R 7.00L) [| gg9 992 Massing in the East U 2800) CI) 0.25 84 They Will Never Stop 
3 0.25 22 Master of Healing Cc 1.000 Hunting You c¢ 1.000 
CL) 0.25 51 Coming for the Ring C.-A00 Ets O 0.25 114 Three Monstrous Trolls C 1.000 
CI 0.25 76 Dangerous Gamble C 1.000 [| 0.25 109 Meant to Be Alone C 1.000 O 3.00 85 TooGreatand Terrible R 8.000 
C) 0.25 30 Deep in Thought C 1.000 [| 4.00 110 Melilot Brandybuck, 13 
C} 0.25 31 Depart Silently C 1.000 Merry Dancer R 7.000 © 4.00 104 Tower of Barad-dar R 7.000 
L 3.00 77 Depths of Moria R 8.00CJ | 0.25 43 Might of Nimenor c 1000 O 4.00 71 Tower of Orthanc R 7.000 
-O 1.00 12 Dinendal, Silent Scout U 2800) [ 300 3 MinesofKhazad-Ddm R 7.000 © 0.80 72 Trapped and Alone U 2.800) 
CL} 5.00 13 Elrond, Herald to O 4.00 93 Morgul Slayer R 7.000 O 0.90 35 Trust Meas You 
Gil-galad R 8.000) — 3.80 34 Narya R 10.000 Once Did U 2.800 
O 0.80 116 Eregion Hills U 2800 | 400 23 Nenya R 8.000 O 1.00 86 Ulairé Otséa, Ringwraith 
LI 0.25 14 Erestor, Chief Advisor O 0.90 82 News of Mordor U 2800 in Twilight U 4.000) 
to Elrond ¢ 1.000 (J 0.25 111 Old Noakes, Purveyor CL) 0.25 36 Unknown Perils C 1.000 
4 of Wisdoms c 1000 OU 0.25 74 Uruk Raider C 1.000) 
C) 0.25 32 Fireworks C- 4.0011": 5 O 0.90 75 Uruk Ravager U 2.800 
LJ 3.30 15 Forests of Lothiérien R 6.00L) [] 9.25 63 OneofYouMustDoThisC 1.000 O 4.00 27 Vilya R 8.000 
CL] 0.25 16 Friends of Old C 1000) [| 925 94 Orc Butcher GC 1000: . 
CL] 1.00 107 Frodo’s Pipe U 3.000 [ 400 64 Orc Commander R 8000 O 0.25 28 Voice of Nimrodel c 1.000 
C) 0.25 108 Frying Pan C 1000 | 0.25 95 Ore Guard C 1.000 O 0.80 47 Voice of Rauros U 2800 
(1) 5.00 17 Galadriel, Lady of the O 4.00 65 Orc Overseer R 7.000 UO 0.80 120 WastesofEmynMuil U 2.800 
Golden Wood R 8.00C1 [| 0.90 96 Orc Pillager U 2800 O 0.25 48 We Must Go Warily C 1.000 
C} 1.00 18 Galdor, Councilor From O 0.90 97 Orc Slayer U 2800) UO) 3.00 105 Why Shouldn't! Keep It? R 7.000 
the West U 2800) [ 0.25 98 Orc Swordsman C 1.000 
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The lists in the book are also divided into nines for easier stor- 
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THE TWO TOWERS” 


versions randomly appear in boosters. 


Card name 


Advance Uruk Patrol 
Aldor, Soldier of Edoras 
Alliance Reforged 

An Honorable Charge 
Anger 

Aragorn, Heir of Elendil 
Aragorn, Wingfoot 
Arrow and Blade 

Arrow From the South 


Arrows Thick in the Air 
Attack on Helm’s Deep 
Axe of Erebor 

Band of Uruk Bowmen 
Band of Wild Men 
Banished 

Barrows of Edoras 
Behold the White Rider 
Best Company 


Beyond All Hope 
Beyond Dark Mountains 
Blades Drawn 

Boromir, My Brother 
Boromir’s Gauntlets 
Brace of Coneys 

Brego 

Broad-bladed Sword 
Brought Back Alive 


Burn Every Village 
Burning of Westfold 
Cavern Entrance 

Caves of Aglarond 
Ceorl, Weary Horseman 
Cliffs of Emyn Muil 
Cloud of Arrows 

Come. Down 

Come Here Lad 


Company of Archers 
Constantly Threatening 
Courtesy of My Hall 
Covering Fire 

Curse Them 

Damrod, Ranger of Ithilien 
Dark Fury 

Death to the Strawheads 
Deep of Helm 


Deeping Wall 
Defend It and Hope 
Derndingle 

Desert Lancers 
Desert Legion 
Desert Lord 

Desert Soldier 
Desert Spearman 
Desert Warrior 


Discovered 


Rarity 


U 
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C) 149 


= Common 


Card name 


Down to the Last Child 
Driven Back 
Dunlending Arsonist 
Dunlending Brigand 
Dunlending Looter 
Dunlending Madman 
Dunlending Pillager 
Dunlending Ransacker 


Dunlending Ravager 
Dunlending Robber 
Dunlending Savage 
Dunlending Warrior 
Dwarven Foresight 
East Wall of Rohan 
Eastemnet Downs 
Eastemnet Gullies 
Easterling Axeman 


Easterling Captain 
Easterling Guard 
Easterling Infantry 
Easterling Lieutenant 
Easterling Skirmisher 
Easterling Trooper 
Eastern Emyn Muil 
Eastfold 

Elite Archer 


Elite Crossbowmen 

Elite Rider 

Elven Bow 

Elven Brooch 

Elven Sword 

Eomer, Sister-son of Théoden 
Eomer, Third Marshal of 
Riddermark 

Eomer’s Spear 

Eothain, Scout of the Mark 


Eowyn, Lady of Rohan 
Eowyn, Sister-daughter of 
Théoden 

Eowyn’s Sword 

Ered Nimrais 

Erethon, Naith Lieutenant 
Escape 

Ever My Heart Rises 
Fangorn Forest 

Faramir, Captain of Gondor 


Faramir, Son of Denethor 
Faramir’s Bow 

Faramir’s Cloak 

Fearless 

Feathered 

Fereveldir, Son of Thandronen 


Ferevellon, Son of Thandronen 


Ferocity 
Fight for the Villagers 


Final Count 


U = Uncommon 


Rarity 


U 
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The Lord of the Rings « 


The Two Towers 

Decipher * Released November 6, 2002 
365 cards plus 365 foil versions ¢ IDENTIFIER: First digit in card bedi is ‘4’ 
¢ Starter decks contain 63 cards; starter displays contain 12 decks 

¢ Booster packs contain 11 cards; booster displays contain 36 packs 


FoiL 
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R = Rare 


Standard versions of the major character cards Aragorn, Wingfoot 
and Théoden, Lord of the Mark appear in the starter decks; their foil 


LC) 280 


C) 281 


Card name 


Firefoot 

Flanking Attack 
Flashing Steel 
Forbidden Pool 
Forests of Ithilien 
Forth Eorlingas! 
Fortress Never Fallen 
Fortress of Orthanc 


Frodo, Courteous Halfling 
Frodo, Tired Traveller 

Frodo’s Cloak 

From the Armory 

Gandalf, Greyhame 

Gandalf, The White Wizard 
Gandalf’s Staff, Walking Stick 
Gathering to the Summons 
Get Back 


Get On and Get Away 
Gimli, Lockbearer 
Gimli, Unbidden Guest 
Golden Hall 
Gondorian Ranger 
Good Work 

Great Hall 

Grima, Son of Galméd 
Grima, Wormtongue 


Grown Suddenly Tall 
Guma, Plains Farmer 
Haldir, Emissary of the 
Galadhrim 

Hard Choice 

Haunting Her Steps 
Have Patience 
Hearken to Me 

Heavy Chain 

Helm! Helm! 


Helm’s Gate 

Help in Doubt and Need 
Henneth Annin 

Here Is Good Rock 
Herugrim 

Hides 

Hill Chief 

Hillman Band 

Hillman Horde 


Hillman Mob 

Hillman Rabble 

Hillman Tribe 

Hlafwine, Village Farmhand 
Hobbit Sword 

Hornburg Armory 
Hornburg Causeway 
Hornburg Courtyard 
Hornburg Parapet 


Horse of Rohan 
Horse-country 


X = Fixed 


Rarity 


R 
U 
C 
R 
R 
U 
U 
U 
R 
C 
R 
U 
R 
C 
R 
C 
U 
R 
R 
C 
U 
C 
U 
U 
C 
R 
R 
C 
C 
U 
U 
C 
R 
C 
R 
U 
R 
R 
C 
U 
R 
R 
C 
R 
R 
U 
C 
C 
C 
U 
U 
U 
U 
C 
U 
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Rec. # 


L) 236 
LI 307 





Card name 


Howl of Harad 

Impatient and Angry 

Into Dark Tunnels 

lron Axe 

Ithilien Trap 

Ithilien Wilderness 

Keep Your Forked Tongue 


Khazad Ai-ménu 

Kill Them Now 

Killing Field 

King’s Mail 

King’s Room 

Knocked on the Head 
Leechcraft 

Legolas, Dauntless Hunter 
Legolas, Elven Comrade 


Lembas 

Léod, Westfold Herdsman 
Lieutenant of Orthanc 
Light Shining Faintly 
Living Off Rock 

Long | Fell 

Lérien Guardian 

Lérien Is Most Welcome 
Lérien Swordsman 


Mablung, Soldier of Gondor 
Many Riddles 

Mauhur, Patrol Leader 

Men of Harad 

Men of Rhdn 

Men Will Fall 

Merry, Learned Guide 
Merry, Unquenchable Hobbit 
Mind Your Own Affairs 


Mithrandir, Mithrandir! 
My Axe Is Notched 
New Errand 

New Fear 

New Power Rising 
Night Without End 

No Dawn for Men 

No Defense 

No Refuge 


No Retreat 

On the March 

Ordulus, Young Warrior 
Orthanc Balcony 
Orthanc Champion 
Orthanc Library 
Orthanc Warrior 

Over the Isen 

Palantir Chamber 


Pathfinder 

Pengedhel, Naith Warrior 
Pillage of Rohan 

Pippin, Just a Nuisance 
Pippin, Woolly-footed Rascal 
Plains of Rohan 

Plains of Rohan Camp 

Quick As May Be 

Race Across the Mark 


Raiders From the East 
Ranged Commander 
Ranger of Ithilien 
Ranger’s Bow 

Ranger's Sword, Blade of 
Aragorn 

Ranks Without Number 
Rapid Fire 

Ravage the Defeated 
Regiment of Haradrim 


Rest by Blind Night 


Rarity Foi 


U 
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Rec. # Card name 


Et ae 
Ly 95 
L] 286 
LC) 287 
L) 288 
CL) 358 
Cht72 
LC) 334 
28 

Ll 99 
O 133 
E):315 
LI) 316 
CY 31z 
CO) 173 
C] 33 
LO 174 


El. -56 


29 

[J 34 
L) 318 
CL} 319 
CL) 100 
CL) 289 
CL) 245 
CL) 246 
L) 247 
L) 248 


30 

L) 249 
L) 250 
LJ 251 
L) 252 
L) 253 
CL] 254 
CL) 255 
L) 256 
C) 257 


31 


CL) 258 
C) 339 
El 176 
LC} 320 
fel. 7 
L) 340 
C) 82 
C) 101 
LC) 290 
32 

LC}: 83 
O 321 
O) 134 
OC) 291 
CO) 84 
LI 102 
Oh 85 
bP e4 


Rest While You Can 
Restless Axe 

Rider of Rohan 
Rider’s Mount 
Rider’s Spear 

Ring of Isengard 
Rohan Is Mine 
Rohirrim Village 


Roll of Thunder 

Ruins of Osgiliath 

Sam, Frodo’s Gardener 
Sam, Samwise the Brave 
Sam’s Pack 

Saruman, Black Traitor 
Saruman, Rabble-rouser 
Saruman’s Staff, Wizard’s 
Device 

Search Far and Wide 


Secret Folk 

Seven We Had 
Severed His Bonds 
Shadowfax 
Simbelmyné 
Southron Archer 
Southron Assassin 
Southron Bow 
Southron Bowman 


Southron Commander 
Southron Explorer 
Southron Fighter 
Southron Scout 
Southron Sentry 
Southron Soldier 
Southron Spear 
Southron Troop 
Southron Veterans 


Southron Wanderer 
Stables 

Still They Came 
Store-room 

Stout and Strong 
Streets of Edoras 
Strength of Arms 
Stump and Bramble 
Supplies of the Mark 


Supporting Fire 
Swiftly and Softly 
Sword of Gondor 
Sword of Rohan 
Sword-wall 

Task Was Not Done 


Thandronen, Veteran Protector 


The One Ring, Answer to All 
Riddles 


The One Ring, The Ruling Ring 


The Palantir of Orthanc, 
Seventh Seeing-stone 

The Riddermark 

Théoden, Lord of the Mark 
Théoden, Son of Thengel 
Thoénnas, Naith Captain 
Throne Room 

Treebeard, Earthborn 


Treebeard, Oldest Living Thing 


Ugluk, Servant of Saruman 


Uglik’s Sword 

Under the Living Earth 
Unferth, Grima’s Bodyguard 
Uruk Assault Band 

Uruk Besieger 

Uruk Camp 

Uruk Chaser 

Uruk Crossbow Troop 


Common U 
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Look for prices for this newest 
Lord of the Rings CCG set in current 


Card name 
Uruk Crossbowman 


Uruk Defender 
Uruk Fanatic 

Uruk Follower 

Uruk Foot Soldier 
Uruk Hunter 

Uruk Plains Runner 
Uruk Pursuer 

Uruk Rear Guard 
Uruk Regular 


Uruk Runner 
Uruk Searcher 
Uruk Seeker 
Uruk Spear 
Uruk Stalker 
Uruk Stormer 
Uruk Trooper 
Uruk Vanguard 
Uruk Veteran 


Uruk-hai Band 
Uruk-hai Horde 
Uruk-hai Marauder 
Uruk-hai Mob 
Uruk-hai Patrol 
Uruk-hai Raiding Party 
Valleys of the Mark 
Valor 

Vengeance 


Vision From Afar 

Volley Fire 

Wake of Destruction 

War and Valor 

War Club 

War Cry of Dunland 

Warmed Up a Bit 

We Are the Fighting Uruk-hai 
Weapon Store 


Weapons of Isengard 
Weary 

Weland, Smith of the 
Riddermark 

Well Met Indeed 

Well Stored 

Westemnet Hills 
Westemnet Plains 
Western Emyn Muil 
What Did You Discover? 


Where Has Grima Stowed It? 
Whirling Strike 

White Mountains 

White Rocks 

Wild Man of Dunland 

Wild Man Raid 

Windows in a Stone Wall 
Wizard's Vale 

Wizardry Indeed 


Wold of Rohan 

Work for the Sword 
Wounded 

Wrath of Harad 

Wulf, Dunlending Chieftain 


Rarity 
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issues of Scrye magazine, available 
_ every month at the store where you 
bought this magazine! 
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AY Richard Weld effect, there are two ways for you knowledge of Middle- 
to force the Council, but both give earth, the game present- 
your opponent a chance to pass ed a cohesive setting. It 
While the games based on Peter Jackson's you at the last instant. also included a small 
take on J.R.R. Tolkien’s The Lord of the Rings The second victory condition map of Middle-earth to 
trilogy have been flying off of store shelves, is a lot more difficult, but provides help you figure out 
Middle-earth has been a part of card gaming an instant win. If your characters where exactly your party 
since almost the very beginning. In fact, manage to get their hands on The was traveling. I.C.E. pro- 
Decipher'’s The Lord of the Rings game is the One Ring, transport the card to the duced lots of strategy 
second CCG featuring our favorite hobbits. Mount Doom site, and then play a books and other material 
In 1995, Iron Crown certain combina- (like dice and larger 
Enterprises released tion of cards, you maps) to supplement the 
Middle-earth: The Wizards. have destroyed game 


The Wizards core set 
had 484 cards, quickly 
game. The prob- sold through, and was 
lems with this sce- followed by an unlimited 
nario are mani- edition. Then came The 
fold. First, The One Ring is Dragons expansion (180 cards), Dark Minions 
the hardest card to get in the (180 cards), The Lidless Eye (417 cards), 
game. Collectors have been Against the Shadow (170 cards), The White 


The One Ring 
and you win the 


To earn the loyalty of fan- 
tasy fans, 1.C.E. tried to 
stick as closely as they 
could to the books, 
including the extended 
works of Professor 
Tolkien. Each player rep- 
resents one of the five 





mighty wizards of Pr mero . _# seen opening cases (not boxes Hand (122 cards), and The Balrog (104 cards). 
Middle-earth (Gandalf, “Unique Veen re — SB — cases) to hunt for a copy of The proliferation of cards caused a lot of 
Saruman, Radagast, a chitacters, he riny a ot het ~@ this card. Second, playing the problems. In no time at all, 1.C.E. had used up 
Alatar, or Pallando), and chee = fps ey (Ai of his corruption he card can only be all of their source materi- 
your character cards |. an POIs if eliminated, | @@ done after a multi- PR ne ml ‘am al in the trilogy (and The 
form a company tne ea Mies Me ab “hong 1 mn card combo and a & B® Hobbit). When the 
embarked a quest to ns liens we _ _#@ successful roll of the designers couldn't add 


new story, they added 
new rules. Tacking new 
mechanics on to what 
had been a very elegant 
system turned into a dis- 


save Middle-earth. You tee L Maro Anas ti tiens -#@ dice. Third, The 
use site cards to show = : = One Ring cor- 
where your party is going, rupts your char- 
and, using the terrain keys acters, so they’re 
(such as wilderness, shad- likely to drop 
ow-land, and so on) on like flies, assum- aster. Every expansion 
the site cards, your oppo- ing the trip to — ~= = Be came with a new set of 
Mount Doom Be eed no ZR rules to learn, some of 


nents can play hazards r 

: : eae |) Nearest Havens lores i : 
against you, representing doesn’t kill them. RF | special: Any company moving to Mount We which made little or no 

s |) Deen thas ie hazard hint modified by #2 © 

everything from bad Even those players Hi nd tinraed cxanures omy alousebe ~=—=s AQ SENSE compared to the 
weather to dragon who can get a payed hay te sherpa amy. | original set. By the end, 
attacks. If you defeat the copy of The One | “wat me of at wad tag Rf purmed 5 the game had become 
hazards, you can loot the Ring don't often preng pry an hopelessly confused. 


location for treasure and try this route. i leet All grousing aside, 





gear. Basically, it’s a While The One Middle-earth had some 
game of building a big- Ring was hard to get, it wasn’t neat mechanics. It still commands around 
ger army than your the only shy card. As Middle- $20-30 per box, a bit high for a game long 
opponent, even though earth covered all of Tolkien’s gone, but if you’re a fan who missed it the first 
youre never going to books, a Tolkien fan could build __ time, give it a try. With the quality of the art, 
fight him. a party of the Fellowship or of it could be a good investment just to collect a 
There are two ways to win. The first is The Hobbit’s Thorin and his set and stare at it. For the sake of playing the 
to acquire the most Marshaling Points, repre- Dwarf friends, but only if you game, though, start with 
senting the building of factions and forces that _ could find them. They weren't all gepeyer the base set. If you can 
occurs in the trilogy of books. When the Free __ rare, but in a 400+ card set, even = find them, pick up some 
Council is called at the end of the game, the the uncommons are still awfully of the tuned Challenge 


Decks. They supply a lot 
of the base cards without 
having to buy a lot of 


player with the most MPs wins, and his or her _ hard to come by. There was cer- 
wizard gets to lead the fight against Sauron (or _ tainly a lot of fan discontent about 
wimp out, in the case of Saruman). This is the the difficulties of building a deck 





surest way to win the game. with the main characters, much as product. Then move 

The Free Council occurs at one of three Decipher’s original Star Wars game slowly into the expan- 
points. If you have 20 MPs, you may call fora __ had the “droid syndrome.” Thank- sions. Feel free to pick 
Council at the end of your turn, but your fully, Decipher seems to have PH Tbh RO IRIE “@ and choose which of the 
opponent gets one last turn to outscore you. learned from earlier mistakes. FF Unique, Ail of his convpuoh checks we (agg added mechanics you 
When you've drawn all the way through your Even so, players were generally J yon pn (+ @@ and your friends want to 
deck, you may call the Council at the end of able to get their hands on some Ba | “In hiv eed fie under grou suey bore bie ee mm Play with: And who 
your turn, but again, your opponent gets one interesting characters, load them jue mr, knows — just like Bilbo, 
last turn to outscore you. Finally, when all - up with gear, and send them a @ you might stumble 

3 be aoe z pers a Henie Bites Any Heron 
players have drawn all the way through their traipsing around Middle-earth. Ce eye -#@ across The One 
— Ring. 


decks, the Council is called automatically. In Even for players with little or no 
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LIMITED 


Set (484 cards) 312.50 
Starter Display Box 40.00 
Booster Display Box 50.00 
Starter Deck 12.00 
Booster Pack 2.80 
UNLIMITED 
Set (484 cards) 137.50 
Starter Display Box 22.50 
Booster Display Box 24.50 
Starter Deck 6.00 
Booster Pack 2.00 
RecPrice Card name Rarity LroPrice 
1 
CL) 0.25 AChance Meeting C 0.150 
(1) 0.25 AFriendor Three C2 0.150 
[1 0.20 Abductor C 0,150 
CJ 1.50 Adrazar X 0.700 
CJ 5.00 Addnaphel R 2500 
LJ 3.80 Agburanar R 1.800 
[J 5.50 Akhérahil R 2.000 
[J 1.00 Alatar X 0.800 
C) 0.90 Align Palantir U 0.800) 
2 
[J 0.20 Ambusher C 0.150 
[J 0.20 Amon Hen C 0.150 
CJ 0.70 Anborn U 0.800 
[J 0.20 Andrast C 0.150 
[1 0.20 Andrast Coast C 0.150 
CJ 0.25 Anduin River C2 0.150 
CJ 0.20 Anduin Vales C2 0.150) 
CJ 4.00 Anduril, the Flame 

of the West R 3.000 


Oy Aas Voss) at Ore) 0010010) 8 mn Oem Ore) anlanle)e 


Get checklists for 450 more CCGs just like this in the 
2003 Scrye CCG Checklist & Price Guide! 


£903 


Middle-earth 


lron Crown Enterprises 
e First set, The Wizards Limited, released December 1995 
484 cards in set © IDENTIFIER: Black borders, no rune at lower right 





¢ Starter decks contain 15 cards; starter displays contain 36 starters You will need 
¢ Booster packs contain 76 cards; booster displays contain 10 boosters Paste 
Designed by Coleman Charlton and Mike Reynolds pages to store 
¢ The Wizards Unlimited, released April 1996 yeas 


484 cards in set © IDENTIFIER: Blue borders, no rune at lower right 
¢ Starter decks contain 15 cards; starter displays contain 36 starters 
® Booster packs contain 76 cards; booster displays contain 10 boosters 

Errata and minor changes to wording were the only gameplay differences between 
Unlimited and Limited set. A Second Edition of Unlimited was announced, but we 
are unaware of any differences in the sets or in price — if it was ever released. 


RecPrice Card name Rarity LroPrice RecGPrice Card name Rarity LroPrice RecGPrice Card name Rarity LrpPrice 
_ 0.20 Anfalas C2 0.150 Suh Bree X re San Dwar of Waw R 2.000) 
0.90 Bridge U 0.80 3.30 Dwarven Ring 
Se ald C 0.15C1 1 0.20 Brigands c2 0.150 of Barin’s Tribe R 1.000) 
SA yoann X 050E1 (0.20 Brown Lands  C_-0.150._ 213.00 Dwarven Ring : 
a vevenrorn C2 0.15C) [0.20 CallofHome C2 0.150) of Bavor's Tribe oR 1.000 
ee enol X 1.00C1 [0.90 Callofthe Sea  U 0.600) 13.00 Dwarven Ring 
cod aati U 060C1 020 Cameth Brin C 0.150 of Driin’s Tribe = R 1.500 
CO 3.30 Army ofthe Dead R 1.000 F999 Cardolan Cc 0150 
(10.20 Arouse Denizens C2 0.150) « © CL) 3.50 Dwarven Ring 
1 0.20 Arouse Minions C2 0.1501) (©) 3.00 Carn Dim R 1.800) of Durin’s Tribe R 1.000) 
CJ 0.20 Arthedain C2 0.15C) (1 0.20 Cave-drake C2 0.15L) CJ 3.00 Dwarven Ring 
: [J 1.00 Caves of Ulund U 0800) of Dwalin’s Tribe R 1.500 
RIO: eee OE 2.00: Celeniin X 0.700) 010.90 Dwarven Ring 
Deb e MOUrnaInS See <a) ra20 ‘Chap Shadows 6-15) of Thélors Tribe =U 0.600) 
L).6-00 “Assassin R 5.000) 1 4550 Cirdan R 2500) 010.90 Dwarven Ring 
ere aU 0-60" 9.00 ‘Chith Ungol R 1.800 of Thrar's Tribe =U 0.600) 
Se ieee a ilcetie “G2 0. 1e Cy G-ADAOldar sie R 1500 14.00 Eagle-mounts R 1.000) 
120 ieee a ORG 5 G2 ISIS Phas clouse R 2000] 010.20 Eagles’ Eyre  C¢ 0150 
Bite nits ae 1 0.90 Earth of Galadriel’ 
Earth’s Fire U 0.80C) (1 0.25 Concealment C 0.150 Orchard U 0600 
CL) 1.00 Bag End X 0.500) 010.20 Corpse-candle C 0.150 0 3.30 Easterling Camp R 1500 
C) 1.00 Balin U 0.60L) (1 0.90 Corsairs of Umbar U 0.600) O 9 30 Easterlings R 1400 
: C1) 0.90 CracksofDoom U 0800 « ~ 
nie Balkan OF Mn ae)” Sees Tg oo rea C 0.150) 010.20 Edhellond ¢ 0150 
ht oan oe X 0.500) © 3.80 Daelomin R 1500) 0 2.00 Edoras X 0.700 
ihe a C1 0.20 Dagger of C1 5.00 Elf-song R 2.000 
Nae lrg cl Westernesse C2. 0.150) 110.25 Elt-stone c2 0.150 
Beas eg eal tie R 1.802 10.20 Dagorlad C 0150 01.50 Elladan X 0.700 
SG Sar DONA es 20SEC Bd tio R 2.000] 011.80 Elrohir X 0.700 
LJ 1.80 Barrow-downs X 0.700) (10.90 Damrod U 0.600 C1 0.20 Elven Cloak C2 0150 
CL) 0.90 Barrow-wight U 0.80L) (1.00 Dancing Spire U 0800 FF 0.20 Elven Shores C 0150 
CL] 0.20 Bay of Belfalas C 0.150) (10.20 Dark Quarrels C2 0.150: « © 
= | 11.00 Dead Marshes U 0.800) (13.00 ElvesofLindon R 1.500) 
0.20 Beautiful Gold Ci 3.30 Denethor Il R 1.500) 00.20 Enedhwaith cC 0.150 
Ring C2 015K) 1 0.20 Despair of the 010.90 Ent-draughts  U 0600 
L) 0.20 Belfalas C 0.150 Heart C 0.150 011.00 Ents of Fangon xX 0.500) 
C1) 1.50 Beorn X 0.800 1 4.00 Dimrill Dale U 0.800) 01.00 Eomer U 0.3800 
CL) 1.80 Beorn’s House = X_ 0.801) 9.29 Dodge C 0150 01.00 Eowyn U 0.600 
CH) 1.00 Beornings X 0.700) 0.20 Dol Amroth C 0150) 010.20 EriadoranCoast C 0.150 
CI 1.80 Beregond X 0700 x C1 1.50 Erkenbrand X 0500) 
C) 0.90 Beretar U 0.80L) C) 4.50 Dol Guldur R 1.800 0.20 Escape C 0150 
C0 0.90 Bergil U 0.600 010.80 Doors of Night X5 0400 v7 ~ 
110.90 “Bert” (Borat) U 0.600 Oi 1.00 Dori U 0600 C0 0.20 Ettenmoors C 0.150 
0.20 Dorwinion C 0.15 LJ 5.00 Eye of Sauron R 2.00 
CH 0.25 Bifur C 0150 5 070 Dragon's 10.20 FairGoldRing C2 0.150) 
ae Bilbo ; R nee Desolation U 0.800 ©1280 Fair Sailing R 1500 
= 20 4 ony : ere CF 0.20 Dreams of Lore C2 0.150) 00.20 Fair Travels in 
ih co “i Wee C2 0.70 Drowning Seas U 0.600 Border-lands C 0.150 
oy See 0 0.20 Drdadan Forest C 0.150) 13.30 Fair Travels in 
Dwarf-hold = 0150) F400 Dunharrow R 1.800 Dark-domains  R 1.500 
O 0.90 Blue Mountain 13 Oo 3.90 Fair Travels in 
Dwarves U 0.60C) (10.20 Dunland C 0.150) Free-tiomains R 1500 
CO 0.25 Bofur C 0.150) | 1.00 Dunlendings X 0.7000 oO 0.20 Fair Travels in : 
0 1.00 Bombur U 0.600) 11.80 Dunnish Clan-hold X 0.700 Pea a G GaR ES 
11 0.90 Book of Mazarbul U 0.600] 10.90 Durin’s Axe U OR0ET! 5 wae? eae tee in 
C0 1.00 Boromir I VR ee raed elo Wilderness ¢ 0.150 


U= Uncommon R=Rare X = Fixed/standard in decks 





The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 


SCRYE : 


ReGPrice Card name Rarity LroPrice + ReGPrice Card name Rarity LroPrice ReGPrice Card name Rarity LroPrice ReGPrice Card name Rarity LrpPRrice 


He CL) 0.20 Huorn C 0.150) (10.90 Moon U 0.80L) (CJ 0.90 Quiet Lands U 0.800) 
C1 0.20 Fangorn C 015C1 [0.20 ImladMorgul)  C 0.150. 03.50 Morannon R 1.500) 011.00 Radagast X 0.800 
CJ 0.80 Faramir X 0400 [0.90 Imrahil U 0600 33 40 
CJ 0.20 Far-sight C 0.100: 2 CL) 5.20 Morgul Night R 3.00L) (11.00 Rangers of Ithilien X 0.700) 
C] 3.60 Favor of the Valar R 2.000 CJ 4.80 Indir Dawndeath R 2.00L) CJ 5.00 Morgul-horse R 2.50L) (C1) 1.00 Rangers ofthe North X 0.800) 
CL] 6.50 Fell Beast R 2.5000 ©) 1.00 Irerock U 0.8001) (C) 4.60 Morgul-knife R 1.50L) (CJ 0.90 Red Arrow U 0.600) 
CJ 3.00 Fell Turtle R 1.500 CI 1.30 Iron Hill CJ 1.00 Moria X 0.500) (C1 0.90 Red Book of 
CJ 0.20 Fell Winter C 0.150) Dwarf-hold X 0.70L) (CJ 1.00 Mount Doom U 0.800) Westmarch U 0.600 
L] 0.20 Fellowship C2 0.150) (11.00 Iron Hill Dwarves X 0.700) (1 1.00 Mount Gram X 0.50L) CJ 0.20 Redhorn Gate C2 0.150) 
C) 1.00 Fili U 0600 CO 0.20 Iron Hills C 0.145L) (11.00 Mount Gundabad U 0.80L) (10.20 Reforging C. 0.150 
ie C] 1.00 Isengard X 0.500) (CJ) 0.25 Mountains ofShadow C 0.15C) (15.00 Renthe Unclean R 2.500) 
Fae ys : ode C 4.00 Isles of the Dead C1 6.00 Mouth of Sauron R 3.00C] [1 0.20 Rescue Prisoners ¢2 0.150 
1 0.20 Forlong hte Lge) ne R730) 10.20 Mouths ofthe Anduin C 0.15C] 4 200 Return ofthe King R 1.5001 
LJ 0.20 Forochel C 0.150) [650 Khamal the CL) 3.00 Mumak (Oliphant) R 1.00L) (1 1.00 Rhosgobel X 0.500 
1 0.20 Foul Fumes 6 0.15 castarting R 350C) 00.20 Muster C 015) 00.20 Rhudaur c2 0.150 
CH0.00 Frodo R 4500): 2 C1) 0.20 Muster Disperses C 0.150) (11.00 RidersofRohan xX 0.700) 
CL] 6.00 Galadriel R 2.000). CJ 0.25 Khand C 0.15C) C1 1.00 Narsil U 0.80L) (1.00 Ringlore U 0.600) 
C) 2.80 Galva R 1.000 © 1.00 Kili X 0.250) CO) 4.00 Narya R 3.000) (10.20 Risky Blow C 0.150) 
(1 0.90 Gamling the Old U 0.600) (10.25 Kindling of the C) 4.00 Nenya R 3.00L) (10.20 Rivendell C 0.150 
ss Spirit C 0.15() (10.25 NewFriendship C 0.150) (10.20 River C2 0.150) 
LH) 1.00 Gandalf X 0.8001 [© 1.00 Knights of Dol 1 0.90 New Moon U 0.800] 012.30 Roacthe Raven R 1.000) 
[10:20 Gap ofisen §.: C2 0.150) Amroth u os00 ® 7 1 1.00 Robin Smaliburrow X 0.250) 
LI 0.80 Gates of Morning X5 0.400] [4990 Lake-town c 015() U2 2.20 Night C 0150): 2 
C) 0.90 Ghan-buri-Ghan U 0.600) [990 Lamedon c 015) © 9.20 Nori C 0.15041 CI 3.00 Rogrog R 1.500 
LJ 0.20 Ghosts C 0.150 Fogo Lapse of Will U ogot) WU 9.20 Northern Rhovanion C2 0.150) (10.20 Rohan C2 0.15 
CJ 0.20 Ghouls C 0150 (100 Leaflock U 0600 CJ 0.20 Ndmeriador C 0.15) (CJ 1.00 Ruined Signal Tower X 0.500) 
LC 0.20 Giant C2 0.150) [920 Lebennin co 015() U9.20 Num C 0.15040 C) 4.00 Sacrifice of Form R 2.500 
CL] 0.20 Giant Spiders C2 0.15O: 2 CJ 1.00. Oin U 0.600) (1 1.00 Sam Gamgee U 0.800 
(1 1.80 Gildor Ingiorion X 0.5001) (10.90 Legolas U 0.60L) C1 0.20 Old Forest C 0.15C) (J 0.90 Sapling of the 
aI ae (J) 0.80 Lesser Ring U 0.80L) C1 0.25 Old Friendship 60150) White Tree U 0.600) 
11.50 Gimli X 0.70L1 (3.00 Leucaruth R 1.000) 010.90 Old Man Willow U 0.600) 110.20 SarnGoriwing C 0.150 
C1 0.20 Gladden Fields = G 0.15): 1) 0.20 Lindon c2 0150 * C1 1.00 Saruman X 0.800 
L) 1.00 GlitteringCaves U 0800) Fg99 Long Winter c 015() © 0.20 Old Pakel-land C 0.150): « 
D0 1.00 Gldin U 0.600 [0.25 Lordly Presence C2 0.15E) 119.25 Old Road C2 0.150) 013.50 Secret Entrance R 1.800 
(1 0.20 Gloom C 0.150 0.20 Lorien C 0.150 (J 0.90 Olog-hai (Trolls) U 0.60L) (J 0.20 Secret Passage C 0.150) 
C 1.50 Glorfindel 1 X 0.700 090 Lossadan Cairn C 0.15() ©0.20 Orc-guard C 0.150) 013.00 Shadowfax R 1500) 
L] 1.00 Goblin-gate X 0500: 2 © CL) 0.90 Orc-lieutenant U 0.60L) CI 4.50 Shelob R 1.500) 
C1 0.90 Goldberry U 0.800 (530.20 LossadanCamp CC 0.15C) (10.20 Orc-patrol C2 0.150) CO) 4.00 Shelob’s Lair R 2500 
as CJ 0.90 Lossoth U 0.600) CJ 0.20 Orc-raiders C2 0.154) (10.20 Shield of 
CL) 1.30 Gollum U 0.700) © 3.00 Lost at Sea R 1.000 01.00 Orcrist U 0.600 Iron-bound Ash C2 0.150 
CL] 4.30 Gollum’s Fate = R 2.00L) [) 0.20 Lostin Borderlands C 0.150 @ 0.20 Shrel-Kain Cc 0150 
C) 0.20 Gorgoroth C 0.15C) 300 Lostin Dark-domains R 1.500) W 0.20 Orc-warband C 0150 Fag Siege R 2500 
C 3.30 Great Ship R 1.500) [0.20 LostinFree-domains C 0.150) (19.20 Ore-warriors = C2_:0.15L 4) 3550 Silent Watcher -R__‘1.500 
C) 0.20 Great-road C 0.150) [9920 Lost in CJ 0.20 Orc-watch C 0150) « 
(1 0.90 Great-shield of Shadow-lands C 0.150 C) 0.20 Ori C 0.1501) (13.00 Skinbark R 1.500 
Rohan U 0800 [920 Lost in the CJ 0.25 Orophin C 0.15CJ CJ 0.20 Slayer C 0.150 
1 0.20 Greed GC S0SET fo 5 iaibramese c o15c) © 1.00 Ost-in-Edhil U 0800) 017.00 Smaug R 3.000 
CJ 0.20 Grey Havens C 0.150 — 300 Lucky Search R 7150C) UW 2.50 Palantir of Amon Sil R 1.000) (©) 3.70 Snowstorm R 1.500 
CL) 0.20 Grey Mountain 0 ; C) 3.00 Palantir of Anniminas R 1.000) (10.20 Southern Mirkwood C2 0.150) 
Narrows C 0.150) C1 0.20 Lucky Strike G-0.150) - 0.90 Palantir of Elostirion U 0.600) abe Southern Rhovanion C ye 
ps CJ 0.90 Lure of Creation U 060L) * oe fn 3.00 Southron Oasis R 1.50 
C) 0.20 Gundabad C 0.150) [0.20 Lure of Expedience C 0.15C) 0.90 Palantir of Minas Tintn U 0.80L © 3.99 Southrons R 1.000) 
CL 3.30 Gwaihir R 1.000] [7920 Lure of Nature C2 0.150 CJ 0.90 Palantir of Orthanc U 0.800 CO 1.00 Star-glass U 0800 
LJ 1.00 Halbarad U 0.600) [4350 Lure of Power R 200K) WU 3.30 Palantir of Osgiliath R 1800) 4 
CO 3.00 Haldalam R 1.000] F020 Lure ofthe Senses C 015C] LU 1.00 Pallando X 0.800) 010.90 Stars U 0.600 
1 0.90 Haldir U 0.600 990 Mablung U 0g0c) ©13.60 Paths ofthe Dead R 2.000) 10.25 Stealth C 0150 
C) 0.25 Halfling Stealth C2 0.150 fF q99 Magic Ring of L) 1.50 Peath X 0.70L) CJ 0.90 Sting U 0.600) 
CJ 0.25 Halfling Strength C2 0.150 , Courage u ogo U 2.20 Pelargir C 0.15C) CO) 2.00 Stone of Erech R 1.000) 
CJ 0.20 Half-trolls of Far C1 0.90 Magic Ring of Lore U 0.600 C) 0.25 Persuasive Words C 0.15L) CJ 3.80 Stone-circle R 1.300) 
Harad C0150): s [J 0.90 Pick-pocket U 0.80C) (2.80 Storms of Ossé R 1.000) 
C1) 0.30 Hama C 0.150) (10.90 Magic Ring of Nature U 0.600 * as q C1 0.90 Sun U 0.800 
x 110.90 Magic Ring of Steath U 0.600) (11.00 Pippin ==) YU 0.601 9.29 Sword of Gondolin C2 0.150 
110.20 Harondor == C-«0.150 9.90 Magic Ring of Words U 0.600) © 9.90 Plague of Wights U 0.600) [925 Tempering Friendship C2 0.150) 
LJ 0.20 Hauberk of Bright 7 0.90 Men of Anfalas U 0600 CL) 0.20 Potion of Prowess C 0.150) « 
Mail C 0.150) 400 MenofAnorien  X 0.700) UW 0.90 Praise to Elbereth U 0.80L) (J 0.25 Test of Form C2 0.150) 
LJ 0.20 Healing Herbs C2 0.150 0.90 Men of Dorwinion U 0.600 CJ 0.20 Precious Gold Ring C2 0.150) CJ 0.20 Test of Lore C2 0.150 
C) 0.20 Heart of Mirkwood C 0.150] 999 MenofLamedon U 0.60C) LU 3.00 Pikel-men R 1.00C) (1 4.70 TheArkenstone R 1.500) 
C1) 1.80 HennethAnnin xX 0.700 [090 mMenoflebennin U 0.600 C1 0.90 Quickbeam U 0.800) CI 3.00 TheBalanceofThings R 1.000) 
LH 4.00 Hiding R 1.500 [090 Men of Northern PS 
1 0.20 High Pass c2 0.150 Bh oarion U 0800 Promo cards 
[1 0.90 Hillmen U 0.600) x Card 
2 1.00 Himring U 0.800 01.00 Merry U 0600 | ~ ard name 
25 : CO 3.50 Minas Morgul R 1500 Angmar Arises C) Ireful Flames 
CL] 5.50 Hoarmarath of Dir R 2.000) [4409 Minas Tirith x 050C) |U Bill Ferny CJ) More Alert Than Most 
LI 4.50 Hobbits R 2.000) [4990 Minions Stir U o0.g0C0 |QU Black Arrow ; CL) Never Seen Him 
CI 0.20 Hollin C2 0.15C) [0.90 Mirror of Galadriel U 0.600) | C Deadly Dart 00 (Storm Crow 
LJ 0.25 Horn of Anor C 0150) [920 Miruvor C 0.150 |O Fatty Bolger C The Arkenstone 
LI 0.20 Horse Plains C 0.150) [025 Misty Mountains C2 0.150] |C Fury of the Iron Crown C] The Iron Crown 
C] 0.20 Horses C 0.150) 
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RecPrice Card name Rarity LroPrice ReGPrice Card name Rarity LroPrice ReGPrice Card name Rarity LroPrice ReGPrice Card name Rarity LrpPrice 


(1 0.90 The Burden of Time U 0.600) (1 1.50 Théoden X 0.70L) (10.20 Vanishment C 0.150) 
51 


10.90 The Cock Crows U 0.600) (13.50 Thief 1.800 | 
10.90 The Evenstar  U 0.800) 114.30 Thorin I 1.500] (3.00 VariagCamp = R 1.300) 110.90 Wizard's Laughter U 0.800 
49 


4090 Th | : LC) 2.80 Variags of Khand R 1.00L) (© 4.10 Wizard’s Ring R 2.000 
~ fe ie ae Bie : eas 10.20 Thorough Search C 0.150 1450 Vilya 2500 610.90 Waards 


53 
LJ 0.90 Wizard's Flame U 0.600 


R 

R 

C R 
47 CL) 1.50 Thranduil X 0.500) 010.20 Vételi C 0.150 River-horses U 0.800) 
CJ 1.00 The Lonely Mountain X 0.50C) (CJ 1.50 Thranduil’s Halls X 0.700) UO) 2.80 Vygavril R 1.500) (1 0.20 Wizard’s Test C 0.150) 
C] 2.60 The Mithril-coat R 1.00L) (3.50 Tolfalas R 1.50C) CJ 0.90 Wacho U 0.60L) (1 3.00 Wizard’s Voice R 1.000) 
CJ 6.00 The Nazgil are LJ 0.90 “Tom” (Tima) U 0.60L) CJ 0.90 Wake of War U 0800) [10.20 Wold & Foothills C2 0.150 

Abroad R 3.00CL) (CJ 3.00 Tom Bombadil R 1.500) CJ 0.20 Wargs C2 0.154) (1 0.20 Wolves C2 0.150 
[J 0.90 The Old Thrush U 0.80L) (10.25 Tookish Blood C 0.150) - 0.90 Watcher inthe Water U 0.60L) (1 1.00 Wood-elves X 0.500) 
H 54 

aren te mie ag ‘ pies ob tn het iatee oP SDSS Fah Wnnnek aline 1 0.20 Woodland Realm C2 0.150 
4.00 The Precious = R 1.500] Minas Tirith X 0700 Heart C2 0.151 (0.90 Woodmen U 0.600 
10.90 The Ring's Betrayal U 0.800 * | E050 ‘Weattigrtop.: << 44 50.4072 + E0.20: Woodmen-town “°C 0.151) 
[0.20 The Shire C 0150 CL) 4.10 Traitor R 1.500) CJ 1.80 Wellinghall X 0.700) 1 2.80 Words of Power 
43 CL] 1.00 Treebeard U 0.801) (10.20 Western Mirkwood C 0.150) and Terror R 1.000) 
C] 3.00 The Stones R 1.300) C1 3.30 True Fana R 1.500) (10.25 White Mountains C 0.150) [10.20 Wose Passage-hold C 0.150] 
(J 1.00 The White Towers U 0.80L) CJ 0.20 Twilight C2 0.15(1) (10.90 “William” (Waluag) U 0.80L) (© 2.70 Woses of Old 
(] 2.30 The White Tree R 1.000) (10.20 Udin C 0.1450) CI 6.20 Witch-king of Piikel-land R 1.000) 
[1 6.00 The Will of Sauron R 3.00L) (10.90 Use Palantir U 0.600) Angmar R 2.50L) [10.90 Woses of the 
C) 3.00 The Willofthe Ring R 1.00L) (15.90 UvathatheHorseman R 2.000) (10.20 Withered Heath C 0.150 Driadan Forest U 0.600) 
[1 0.80 The Wind Throne X5 0.40(L) (3.00 Vale of Erech R 1.500) (CJ 3.10 Wizard’s Fire R 1.500 


Middle-earth ¢ The Dragons , 





FAST ASLEEP 
lron Crown Enterprises * Released June 1996 
180 cards in set You will need 
¢ IDENTIFIER: Faint rune at lower right, looks like a bent ‘F’ 20 
* Booster packs contain 15 cards; booster displays contain 36 boosters nine-pocket 
Look at the lower right corner of the card and find the second octagon std Ww 
from the bottom to locate the set’s identifying rune. (10 doubled up) 
Card name Rarity Price Card name Rarity Price Card name Rarity Price 
’ LJ Hobgoblins C2 0.15 CJ Nenseldé the Wingild R2 1.80 
L) Dragon's Blood C2 0.15 © Host of Bats U2 0.50 (1 No Escape from My Magic R2 2.50 
L Dragon's Breath U2 0.50 1 Houses of Healing C2 0.15; * 
C) Dragon’s Curse C1 0.15 § F Ice-drake C1 0415 LJ Noose of the Sea U2 0.50 
C) Dragon’s Hunger R3 1.00 7 Icy Touch co 915 U Notat Home C2 0.15 
(J Dragon’s Terror U2 0.50 « s CJ Ovir Hollow U2 0.50 
L] Dragon-feuds U2 0.50 LC Incite Denizens C2 0.15 CJ Parsimony of Seclusion R3_ 1.00 
C) Dragon-lore U2 0.50 LC Incite Minions C2 0.15 LC) Passion of Wrath R3 1.00 
LJ Dragon-sickness C2 0.15 LC loreth U2 0.50 CJ Peril Returned C2 0.15 
Set (180 cards) 102.50 © Dunlénding Raiders C1 0.15 2 Isle of the Ulond 4 oa - dig of ies Ge a 
j : ltangast ; rowess of Age 
Booster Display Box 37.00 7 Dwarven Hoard C2 0.15 7 |tangast Ahunt U2 0.50 CO Prowess of Might R3 0.80 
Booster Pack 2.10 CO Earcaraxé R2 3.00 1 jtangast at Home R3 150 
LI Earcaraxé Ahunt U2 0.50 King under the Mountain R2 2.00 W Rain-drake C2 0.15 
Card name Rarity Price (J Earcaraxé at Home R3 1.50 —— Known to an Ounce R2 150 LJ Refuge C2 0.15 
0 Echo of All Joy U2 050 1 LJ Returned Exiles R2 2.00 
Sree Ol Hast G2 0.15 1 Elf-path C2 0.15 CO Land-drake C2 0.15 O Rhian C1 0.15 
L) Adamant Helmet C2 0.15 © Emerald of Doriath U2 0.50 CO Left Behind U2 0.50 CO Riddling Talk U2 0.50 
UO) Agburanar Ahunt U2 0.50 © Emerald of the Mariner R2 3.00 CO Legendary Hoard R2 2.30 © Rumor of Wealth U2 0.50 
CL) Agburanar at Home R3_ 0.80 © Enruned Shield U2 0.50 LC Lesser Spiders C2 0.15 (O Sand-drake U2 0.50 
CI Alert the Folk U2 0.50 6 7 C Leucaruth Ahunt U2 0.50 1 Sated Beast U2 0.50 
CJ And Forth He Hastened C2 0.15 LI Exile of Solitude R3 1.00 (© Leucaruth at Home R3 1.50 (1 Scabbard of Chalcedony C2 0.15 
L] Arrows Shorn of Ebony U2 0.50 LI Fast Asleep C2 0.15 © Light-drake C2 0.15. % : 
C) Bairanax R2 2.00 CJ Fever of Unrest R3 1.00 (© Look More Closely Later C1 0.15 LI Scatha R2 3.00 
L] Bairanax Ahunt U2 0.50 LI Flatter a Foe Ct G18 C] Lore of the Ages C2 0.15 LJ Scatha Ahunt U2 0.50 
party OO Foolish Words C2 0.15 = 1 C] Scatha at Home R3 1.50 
LC) Bairanax at Home RS 0.80 “© Forod C1 0.15 QO Magical Harp U2 0.50 O Scorba R2 3.00 
LI Belegaer C1 0.20 1 Fram Framson R2 250 Ci ManyFoesHe Fought C2 0.15 © Scorba Ahunt U2 0.50 
L Black Breath R2 3.30 1 Framsburg u2 0.50 © Many Sorrows Befall © R2 2.00 () Scorbaat Home R3 1.50 
LC) Bounty of the Hoard C2 0.15 © Frenzy of Madness R3 1.00 ©) Many Turns and Doublings C2 0.15 © Sea Serpent C1 0.15 
CL) Bow of Dragon-horn U2 0.50 ‘7 CD Map to Mithril U2 0.50 © Searching Eye C2 015 
C] Brand U2 0.50 CJ From the Pits of Angband U2 0.50 [© Marsh-drake C2 0.15 © Secret News C2 015 
CJ Buhr Widu U2 0.50 UC Galdor U2 0.50 (© Marvels Told C2 0.15. 1 
CJ Burglary C2 0.15 CO GiftofComprehension C1 0.15 (© Master of Esgaroth c2 0.15 CJ Shadow of Mordor R2 3.30 
CJ Carrion Birds C2 0.15 CI Gold Belt of Lérien U2 0.50 (J) Master of Wood, Water, (] Skin-changer R2 3.00 
. 0 Gold Hill U2 0.50 or Hill c2 0.15 JC Sleepless Malice U2 0.50 
LI Cave Worm C1 0.15 5 Gondmaegiom U2 0.50 2 0 Smaug Ahunt U2 0.40 
L] Cloudless Day U2 050 5 Gothmog Ro 2099 WU Mathom Lore R2 3.50 [1 Smaug at Home R3 1.80 
O Cram C2 0.15 [ Habergeon of Silver C2 0.15 J Memories Stolen R2 1.60 [7 Song of the Lady R2 2.30 
U Cruel Caradhras U2 0.50 © Half an Eye Open c1 0.15 UW Men of Dale U2 0.50 1 Staff Asunder R2 2.50 
CJ Daelomin Ahunt U2 #050) 4s (J Men of Lake-town U2 0.50 1 Star of High Hope U2 0.50 
CL) Daelomin at Home R3 1.00 CJ Harad C1 0.15 (LJ MoreSense Than You C2 0.15 [4 stormcrow C2 0.20 
CJ Dale U2 0.50 CJ Helm of Her Secrecy R2 2.80 (CJ Morgul-rats R3 1.50 = 177 
CJ Deftness of Agility R3 1.00 CJ Here, There, or Yonder U2 0.50 CJ Necklace of Silver and LJ Subtlety of Guile R3 1.00 
CL) Dire Wolves C2 0.15 CJ Hey! come merry dol! C2 0.15 Pearls | Ci 0.15 LC Tales of the Hunt C2 0.15 


U=Uncommon R=Rare # = Cards with lower numbers are rarer X = Fixed/standard in all decks 
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Card name Rarity Price Card name Rarity Price Card name Rarity Price Card name Rarity Price 


L] Tharbad U2 0.50 CJ True Fire-drake Ci 0.20 CJ Were-worm R2 3.50 (J Wizard Uncloaked U2 0.50 
L] The Riddle Game R2 2.80 (J Twice-baked Cakes Ci 0.15 (CJ When! Know Anything C2 0.15 CJ Wizards’s Staff U2 0.50 
©) Thrain II R2 2.50 CJ) Valiant Sword C2 0.15 C) Wielded Twice C2 0.15 CI Wolf-riders C2 0.15 
L) Three Golden Hairs U2 0.50 CJ Vanish in Sunlight! U2 0.50 CJ Wild Fell Beast R2 4.80 (J Wondrous Maps C1 0.20 
LJ Thrér’s Map U2 0.50 CJ Velocity of Haste R3 1.00 CJ Winds of Wrath R2 1.80 (J Worm’s Stench U2 0.50 
CJ Thunder’s Companion C2 0.15 CJ Warm Now Be Heart and LJ Winged Cold-drake U2 0.50 CJ Wormsbane R2 2.50 
LJ Times Are Evil U2 0.50 Limb C2 0.15 CJ Winged Fire-drake U2 0.50 CJ Worn and Famished C2. 0.15 
A ( Washed and Refreshed C2 0.15 CJ Wit U2 0.50 CJ Zarak Dim U2 0.50 
CJ Trickery C2. 0.15 + 1 20 

CJ True Cold-drake C1 0.20 CJ Waybread U3 0.50 CJ Withered Lands Cl - 0:15 


Middle-earth ¢ Dark Minions 


You will need Iron Crown Enterprises * Released November 1996 
20 = 180 cards in set 


nine-pocket “ee . 
pages to store ° IDENTIFIER: Faint rune at lower right, looks 





tis set. like an angular ‘B’ 
oubied u 
" © Booster packs contain 15 cards; booster displays contain 36 boosters 
Set (180 cards) 110.00 3 ca name Rarity Price s ee name nae fi 
i Foes Shall Fall U2 0.40 y Precious A 
“nected oe Box op CJ Folco Boffin U2 0.40 CJ Nameless Thing: U2 0.40 
ooster Pac : 9 C) Forewarned Is Forearmed C2 0.15 (J Necklace of Girion R2 2.00 
_ Gard name Rarity Price =) Forgotten Scrolls C2 0.15 CO Neither so Ancient Nor 
O Aialos R2 3. LJ Fori the Beardless U2 0.40 so Potent U2 0.40 
O Sata Missing yo on CJ Free to Choose C2 0.15 (CJ) Never Seen Him C2 0.15 
A CJ Nimloth 05 i Om bs) 
z Bee aed utn hy tea ores’ + Gl Game of Arda RS 1.80 1 No Waiting to Wonder C2 0.15 
ef Anat ane ey ae ci 01g SL NoWay Forward = 620.15 Card name Rarity Pac 
CO Ancient Stair U2 0.40 & Gnaw with Words co 0.15 Noble Hound C2 0.15 ©] The Under-galleries  R2 3.00 
ae Arises “ DGC Golodhros R2 2.60 (I Nobody's Friend c2 0.15 {I The Under-gates U2 0.50 
rmory C1 Good Sense Revolts C2 0.15 CO Noldo-lantern U2 0.40 : FF The Under-crottos U2 0.50 
~ Await the Advent of Allies U2 0.40 [ Great Need or Purpose U2 0.50 O Om-buri-Om U2 040 The aicicn ie U2 050 
C) Great Secrets Buried There U2 0.40 CJ Ordered to Kill R3 1.30 [ The Under-vaults U2 0.50 
mip Me abaiie so ee re C2 015 CO Outofthe Black Sky 3 1.50 © The Way is Shut rie 
: : 3 
z eral Lowey Powers is : - C0 Haudh-in-Gwandr U2 0.50 = nck ee ll i Ue a le Sap pet Me ee oe 
Ol Bill Ferny ct 015 Healing of Nimrodel 2.0.15 [7 Pass the Doors of Dol Guldur R2 3.50) To the Uttermost FoundationsU2 0.40 
C1 Bring Our Curses Home R3 1.30 satineet “aq UJ Phial of Galadriel R2 2.80 ( Token of Goodwill R3 1.50 
: ' CL) Herb-lore R3 1.30 | 1 i ; 
CL) Bithrakaur the Green ==-R2 2.50 [ Here Is a Snake! C2 0.15 O Pierced byMany Wounds G2 0.15  \ Tribal Banner C2 0.15 
LI Chance of Being Lost §=.U2 0.40 [7 Herion C1 0.15 CO Pén-ora-Pén U2 0.40 1 Tribal Totem R3 1.30 
C} Chill Douser U2 0.50 1 Hermits Hill U2 0.50 C Raisha U2 0.40 & Troll-purse U2 040 
C1 Choice of Lithien R2 2.00 © Hidden Knife C1 0.15 (I Rank upon Rank C2 0.15 [ Twisted Tales U2 0.40 
0 Crown of Flowers C2 0.15 C Hobbit-lore RS 1.30 = ag fn a ke oe CO Two or Three Tribes Present C2 0.15 
Bimini) = 88 Biumtone toe 91 015 Haute bg Simmer oa 
Ol Dark Numbers U2 0.40 5 Houiicrde at Butterfies co. 0.15 2 Reluctant Final Parting U2 0.40 Vein of Arda C1 0.15 
0 Dasakiin C2 0.15 aa eae L] Revealed to all Watchers R2 2.00 [] Waylaid, Wounded, and 
C1 | Know Much about You C2 0.15 yiald, 
L Deallus C1 0.15 C1 in Darkness Bind Them C2 0.15 (J Saw Further and Deeper C2 0.15 Orc-dragged U2 0.40 
LJ Doubled Vigilance C2 0.15 (© In Great Wrath U2 0.40 C Scimitars of Steel u2 0.40 CI When You Know More C2 0.15 
CJ Dragon-helm R2 3.00 1 Inthe Heart of his Realm R3 1.80 C Secret Ways C2 0.15 [Which Might Be Lies C2 0.15 
0 Drér ci 0.15 JU Inner Cunning C2 0.15 CJ Seek without Success C2 0.15 [ will not Come Down U2 0.40 
C] Drums y2 09.49 Li Into Dark Tunnels C1 0.15 = Seized by Terror C2 0.15 [5 Wisp of Pale Sheen C1 0.15 
F 10 ° ° 
CO Durin’s Bane R2 3.50 [1] IntotheSmokingCone R2 2.50 qj onlinels of Numenor = U2 0.40 C1 Withdrawn to Mordor C1 0.15 
ceca gee 212 Gomcagen* S38 oie, Se 
’ LJ Jioma U2 0.40 os 
CO Elerina R2 2.80 [ Knowledge of the Enemy U3 0.40 - Spells of the Barrow-wights U2 0.40 B Wound of Long Burden C2 0.15 
Ki elwen U2 0.40 © Leaf Brooch C2 0.15 (C1 Spider ofthe Mérlat  R2 3.00 UW Wraith-lord R2 4.50 
CJ Endless Whispers U2 0.40 [4 Leamon C1 0.15 © Stirring Bones ci 0.15 © Your Welcome Is Doubtful U2 0.40 
C) Enduring Tales C2 0.15 © Like the Crash of O Sudden Fury C2 0.15 
1 04 Battering-rams R3 1.90 CJ Sdrion C2 0.15 
eee aca fo Die Cl Lindion the Oronin ©: U2_:0.40-CD Taladhan r2 330 | Middle-earth « 
C1 Eves of Mandos R3 150 | Little Snuffler U2 0.40 LI The Black Enemy's Wrath R3_ 1.50 ial 
; pneK Cl The Dwarves Are upon You! U2 040 | special sets 
C Eves of the Shadow U2 0.40 , e Dwarves Are upon You! U 
yes 0 nado C Lobelia Sackville Baggins U2 0.50 FF The Gem-d U2 0.50 
CZ Face out of Sight C1 0.15 site aa Gift Set 22.00 
CL) Long Dark Reach R3_ 1.50 & The Grimburgoth R2 2.80 
Be eceosi ine Head G2 0.15 C Lost Tome C2 0.15 4 |The Wizards Starter Set 9.80 
LI Fate of the Ithil-stone = R2 3.00 ( mallorn R2. 2.50 ( The Hunt R3 1.50 
= ere in Five Firtrees ie ie 1 Memories Recalled C2 0.15 CO The Iron-deeps R2 250 | Challenge Deck 6.80 
Irewor LJ Mistress Lobelia U2 0.40 (] The Moon Is Dead C2 0:75 : 
4 Fire Ro 999 LH Mithril R2 2.00 Cl The Pakel-deeps de. sot | heer eee Pee 
C1 First of the Order R3 1.89 WU Mordor in Arms U2 0.40 LI The Reach of Ulmo U2 0.40 |The Balrog Starter Deck 16.00 
C Flies and Spiders C1 0.15 _ More Alert than Most C2 0.15 CJ The Sulfur-deeps R2 2.80 





C] The Under-courts R2 3.00 


C =Common Uz=Uncommon R=Rare #= Cards with lower numbers are rarer X = Fixed/standard in all decks 
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News Must Gt 


LHROUGH 





Set (417 cards) 250.00 
Starter Display Box 25.00 
Booster Display Box 22.50 
Starter Deck 6.50 
Booster Pack 1.80 
Card name Rarity Price 
CJ A Little Gold Ring G -°0.45 
LJ A Malady Without Healing R 4.80 
CL) A Nice Place to Hide G 0.15 
(J Adunaphel the Ringwraith X 0.40 
() Adunaphel Unleashed R 3.50 
() Agburanar Roused R 4.00 
C) Akhorahil the Ringwraith X 0.40 
(J Akhorahil Unleashed R 3.40 
~ All Thought Bent Upon It U 0.70 
() Ambusher C015 
CJ Amon Hen U 0.50 
(J An Untimely Whisper U 0.70 
CJ Arouse Defenders C 0:15 
[J Arouse Denizens C..‘0.15 
CJ Arthadan Rangers U 0.70 
C] Asternak %=-0:26 
LJ Awaiting the Call U 0.70 
= Awaken Defenders ¢ 0.15 
(J Awaken Denizens C.- 0:15 
LJ Back to the Fray U 0.80 
(] Bade to Rule GC ..0.15 
LJ Bag End U 0.80 
[J Balchoth R 3.00 
CJ Bandit Lair U 0.70 
C) Barad-Dur X 0.80 
C) Barrow-Downs X 0.25 
() Barrow-Wight U 0.70 
4 
LJ Belegorn U 0.50 
() Beorn’s House U 0.70 
CL] Beorning Toll R 3.50 
CL) Beornings R 3.00 
CL) Binding-ring A: a.di00 
C) Bitter Cold R 3.30 
(J) Black Mace U 0.70 
CJ Black Rain R 4.00 
- Black Rider GC 0.20 
CJ Black Trolls U 0.70 
() Black-Hide Shield C=-045 
CL) Black-Mail Coat C. 046 
CL) Blackbole R 3.00 
LJ Blazon of the Eye C 0.15 
[) Blow Turned C045 
L) Blue Mountain Dwarf-hold R 4.00 
C) Bold Thrust C= 045 
- Bree U 0.80 
CJ Brigands ¢..-0:15 
LJ Bright Gold Ring U 0.70 





lron Crown Enterprises * Released May 1997 


417 cards in set 


e IDENTIFIER: Faint rune at lower right, looks like a bent ’H’ 
e Starter decks contain 75 cards; starter displays contain 10 starters 
© Booster packs contain 15 cards; booster displays contain 36 boosters 


Card name 
() Broad-Headed Spear C 
LJ Broin 
CJ Buhr Widu X 
(J Burning Rick, Cot, and Tree U 
L] By the Ringwraith’s Word C 
CJ Calendal 
= Call of Home 


CJ) Cameth Brin 

C) Carambor 

1) Carn Dum 

(1) Catch an Elusive Scent 
(1) Cave Worm 

C) Cave-Drake 

LJ Caves of Ulund 

C Chill Them with Fear 
CJ Cirith Gorgor 

8 


CL) Cirith Ungol 

CL) Ciryaher 

C1) Come By Night Upon Them 
CJ Corpse-Candle 

CJ Covetous Thoughts 

CJ Crack in the Wall 

CJ Crooked Promptings 

CL) Dale 

(J Darkness Under Tree 


9 

(1) Dead Marshes 

(J Deeper Shadows 
C) Despair of the Heart 
C) Dimrill Dale 

C) Dire Wolves 

CJ Diversion 

LJ Dogrib 

CJ Dol Amroth 

- Dol Guldur 


LJ Doors of Night 

CL) Dorelas 

CJ Down Down to Goblin-Town 
CJ Druadan Forest 

(1) Dunharrow 

LJ Dunlending Spy 

CJ) Dunlendings 

(J) Dunnish Clan-Hold 

Cl Dwar the Ringwraith 


L) Dwar Unleashed 
C1) Dwarven Ring of Barin’s Tribe R 
LJ Dwarven Ring of Bavor's Tribe R 
LJ Dwarven Ring of Druin’s Tribe R 
CJ Dwarven Ring of Durin’s Tribe R 
LJ Dwarven Ring of Dwalin’s Tribe R 
LJ Easterling Camp 
CJ Easterlings 

- Edoras 

1 


LC) Elf-lord Revealed in Wrath 
CL) Elves Upon Erantry 

CJ Ent in Search of Entwives 
LJ Eradan 

[1 Ettenmoors 

C) Fell Rider 

C) Fell Winter 

(J Focus Palantir 

- Foolish Words 


() Forced March 


Saeoocnee o° 9 Me | op AY ccang) ead opp Mio st coe cm cmxKxaacSxc Lap ip ©) 
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Rarity Price 


0.15 
3.00 
0.25 
0.70 
0.15 
3.00 
0.15 


0.70 
3.00 
0.15 
0.80 
0.20 
0.15 
0.80 
6.00 
0.80 


0.70 
0.50 
3.50 
0.15 
0.70 
0.70 
0.15 
0.80 
3.00 


0.70 
0.70 
0.15 
0.70 
0.15 
0.15 
0.70 
4.00 
0.15 


0.15 
0.50 
0.70 
0.80 
0.80 
0.80 
3.00 
0.70 
0.40 


4.00 
3.00 
3.00 
3.00 
3.00 
3.00 
0.80 
0.80 
0.80 


5.00 
0.15 
0.50 
0.50 
0.80 
0.15 
0.15 
0.70 
0.15 


0.15 


Middle-earth ¢ The Lidless Eye 


Card name Rarity Price 
CJ Foul Trophies R 3.50 
CJ Foul-Smelling Paste C 0.15 
L] Freeze the Flesh R 3.50 
CJ Geann a-Lisch C/X 0.15 
CL] Ghosts C 0.15 
CJ Ghouls C> 8:16 
CL) Giant G05 
L] Giant Spiders C. 0.15 
14 
C1 Gifts as Given of Old Geos 
L] Gladden Fields U 0.70 
[J Gleaming Gold Ring C 0.15 
LJ Glittering Caves U 0.80 
C) Gobel Mirlond U 0.70 
(J Goblin-Gate X 0.80 
(1) Goblins of Goblin-Gate X 0.25 
(1 Gold Chains inthe Wind R_ 4.30 
~ Gold Ring that Sauron Fancies C 0.15 
1 
CL) Gondmaeglom X 0.80 
LJ Gondorian Rangers C 0.15 
C1) Gorbag X 0.25 
C) Greed C 0.15 
() Grey Mountain Goblins X 0.80 
CJ Grishnakh X 0.25 
C) Gulla R 3.00 
CJ Hador U 0.70 
a Half-Trolls U 0.50 
1 
C1) Haud-in-Gwanur X 1.40 
CL) Heedless Revelry R 3.00 
CJ Hendolen R 2.80 
CL) Henneth Annun U 0.70 
CJ Heralded Lord U 0.70 
C) Hermit’s Hill U 0.70 
C] Hidden Ways C - 0.15 
() Hide in Dark Places U 0.80 
: High Helm U 0.50 
1 
C1) Hill Trolls R 3.00 
CJ Hillmen R 2.90 
() Hoarmurath the Ringwraith X 0.40 
[J Hoarmurath Unleashed R 4.00 
[) Hobgoblins ‘iin My Lo 
C) Honey on the Tongue R 3.90 
C] Horse-Lords CG 0,15 
CJ Horseman inthe Night C 0.15 
~ Huron C 0.15 
1 
C) I'll be at Your Heels C 40.15 
CJ I'll Report You C 0.20 
C) Ice-orcs R 3.30 
LC] Inthe Name of Mordor U_ 0.70 
CL) Incite Defenders C*~0.15 
CJ Incite Denizens CG 0:15 
C) Indur the Ringwraith X 0.40 
C) Indur Unleashed R 4.00 
C1) Iron Hill Dwarf-hold R 4.00 
19 
CJ Iron Road U 0.70 
CJ Isengard U 0.70 
C) Jerrek X 0.25 
C) Khamul the Ringwraith xX 0.40 
C] Khamul Unleashed R 4.00 
CJ Kill All But Not the Halflings R 3.30 
CJ Lagduf U 0.50 
LC) Lake-Town U 0.70 
CJ Land-Drake C 0:15 


You will need 
47 
nine-pocket 
pages to store 
this set. 

(24 doubled up) 
Card name Rarity Price 

20 
CJ Landroval R 3.50 
CJ Last Child of Ungoliant R 3.00 
C] Lawless Men C.0.15 
LJ] Layos X 0.80 
CJ Leg It Double Quick R 3.00 
L] Lesser Spiders C... B15 
CL) Lieutenant of Angmar R 5.00 
C] Lieutenant of Dol Guldur R 4.60 
- Lieutenant of Morgul R 4.80 
CL) Lond Galen U 0.80 
CJ Long Winter C015 
LJ Lossadan Cairn U 0.70 
LJ Lossadan Camp U 0.70 
CL) Lost in Border-Lands C045 
CJ Lost in Free-Domains Cc. 0.15 
CJ] Lostin Shadow-Lands CC 0.15 
C) Lost in Wilderness GO. 0.15 
_ Luitprand X 0.25 
LJ Lure of Expedience C 0.15 
CJ Lure of Nature C=0.15 
C) Lure of the Senses C 0.15 
C] Magic Ring of Delusion U_ 0.80 
CJ Magic Ring of Enigma U/X 0.50 
C) Magic Ring of Fury U/X 0.50 
CJ Magic Ring of Guile U/X 0.50 
L] Magic Ring of Lies U/X 0.50 
=) Magic Ring of Savagery U/X 0.50 
LJ Magic Ring of Shadows ~U_ 0.80 
LJ Magic Ring of Weals U 0.80 
(J) Marsh-Drake G6 90.15 
CJ Men of Dorwinion X 0.80 
() Messenger of Mordor R 4.50 
CJ Minas Morgul C/X 0.15 
CJ Minas Tirith X 0.80 
[] Minions Stir U 0.70 
= Minor Ring C 0.15 

4 
LJ Misty Mountain Wargs U_ 0.70 
CJ Morgul-blade R 3.30 
CJ Moria X 0.80 
CL) Motionless Among the Slain R 3.50 
CJ) Mount Doom U 0.80 
CJ) Mount Gram U 0.70 
(J Mount Gundabad X 0.80 
L] Muster Disperses GC. "6.15 
Muzgash X 0.80 
CJ Nain R 3.00 
[ Nevido Smod X 0.25 
C) News Must Get Through X_ 0.25 
() News of Doom R 2.50 
CL] News of the Shire R 3.50 
C) No More Nonsense R 3.00 
C] No News of Our Riding R_ 3.50 
CJ Not Slay Needlessly U 0.70 
= Nothing to Eat or Drink U 0.40 
C) Nurniag Camp C 0.20 
CJ Nurniags U 0.70 
C) Odoacer xX 0.25 
CJ Old Cache C. 0.15 
CJ Old Prejudice R 4.00 
(J Old Troll U 0.70 
() One Dear to You R 3.30 
CJ] Ore Brawler GC 0.15 


X = Fixed/standard in all decks 





Get checklists for 450 more CCGs just like this in the 
2003 Scrye CCG Checklist & Price Guide! 


C=Common U 


Glareelsnnea 


FN a> py SrtDrer>rnPmaon. , 


R = Rare 


The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 





Card name Rarity Price Card name Rarity Price Card name Rarity Price 


= Orc Captain U/X 0.50 : Ren Unleashed R 4.00 : Swarm of Bats C 0.15 
rhe River C 0.15 Swift Strokes U 0.70 
CI Orc Chieftain UX 0.50 5 Ruined Signal Tower =U 0.70 CO Tarcil R 3.00 
CI Ore Quarrels C 015 © Rumor of the One R 350 LC Testof Fire C 0.15 
LI Orc Sniffler C 015 F Ruse R 450 C Tharbad U 0.80 
L Orc Stealth U 0.70 © Sable Shield U 0.70 CiThatAin'tNo Secret C 0.15 
= a as we a OC Sarn Goriwing X 0.80 (That's Been Heard Before 
CO Ore-Draughts C O15 ~ Saw-Toothed Blade C~ 0.15 z Tonight C 0.15 
CJ Orc-Liquor C 0.15 CO) Scatha Roused R 4.00 (The Border-Watch GC. 0.15 
[1 Orc-mounts R 3.30 CO) Scorba Roused R 4.00 OC The Iron Crown R 4.00 
e CJ Scroll of Isildur U 0.50 (J TheLeastofGold Rings C 0.15 
LI Orc-Raiders C 015 © Searching Eye C 0.15 CO The Lidless Eye R 15.00 
CI Orc-Warband C 0.15 © Secrets of Their Forging U 0.70 CO The Lonely Mountain X 0.80 
CL) Ore-Watch C 015 © Seize Prisoners C 0.15 O The Mithril-coat R 3.00 
LI Orcs of Angmar U 0.50 © Seliswords Between C The Mouth R 5.00 
CI Ores of Gorgoroth U 070 ~~ Characters C 0.15 The Names Among Them C/X 0.15 
CI Orcs of Gundabad X 080 1 Shadow-Cloak U 0.80 © The One Ring R 15.00 
(1) Orcs of Mirkwood X 0.25 oO Shagrat X 025 % 
C1 Orcs of Moria X 080 x : [) The Oracle’s Ring R 4.00 
7 Orcs of the Ash Mountains U 0.70 3 Shamas R 3.00 L The Reviled Ring R 4.00 
Shelob’s Lair U 0.70 The Ring Leaves Its Mark C 0.15 
CI Ores of the Ephel Duath U 0.70 © Shrel-Kain X 0.80 CO The Ring Will Have But 
LI Ores of the Red Eye U 070 © Shut Yer Mouth U 050 One Master R 3.00 
CI Ores of the Udun U 080 1 skies of Fire C 0.15 (The Roving Eye R 4.00 
C) Ost-in-Edhil U 070 © Slayer C 0.20 CL The Stones R 3.50 
LI Ostisen X 025 © smart and Secret C 0.15 (© The Warding Ring R 3.60 
C] Palantir of Amon Sul = R 3.30 1 smaug Roused R 4.00 (The Waro-king R 3.30 
CI Palantir of Anniminas =R 3.00 F smoke on the Wind R 3.50 Ci The Water's Tithe U 0.50 
C) Palantir of Elostirion R 300 3s 40 
Uo Palantir of Minas Tirith U 0.50 5 Snaga R 3.00 = The White Towers U 0.70 
Snaga-Hai C 0.15 The Wind Throne X 0.80 
CL] Palantir of Orthanc YU 950 F& Sheakin’ R 3.50 © The Witch-King X 0.50 
CL] Palantir of Osgiliath % 3.00 © So You've Come Back U 0.70 (The Witch-king Unleashed R 4.30 
L] Paltry Ring C 015 © Some Secret Art of Flame R 4.00 CL The Worthy Hills R 3.50 
Cl] Pelargir J ©70 © Something Has Slipped R 3.30 CL They Ride Together R 4.00 
L] Perfect Gold Ring 2 350 1 Sons of Kings C 0.15 CO Thing Stolen U 0.70 
= Ss * ~ C Southron Oasis X 0.80 CO Thranduil’s Folk R 3.80 
Cl Plague of Wights J O70 - Southrons X 0.80 — | Thranduil’s Halls X 0.80 
CJ Poison R 3.00 OC Spying out the Land R 3.00 UC Threats R 4.50 
Seria C) Stabbed Him in His Sleep C 0.15 CJ Threlin R 3.00 
LI Poisonous Despair U 070 © Stay Her Appetite R 340 CThrice Outnumbered  U 0.70 
LI Pon Opar X 025 1F Stench of Mordor U 0.70 CO Thunder’sCompanion C 0.15 
L] Radgug U 050 © Stinker U 0.70 OTidings of Bold Spies C 0.15 
O eon U 07° © Stirring Bones C 0.15 CO Tidings of Death R 3.30 
(Rats! U 070 © Stone Trolls U 0.50 C Tidings of Doubt and Danger U 0.70 
. Ly will . see CZ Stone-Circle U 0.70 CO To Satisfy the Questioner C 0.15 
CI Red Book of Westmarch U 0.50 — Strange Rations C 0.15 C Trifling Ring C 0.15 
[] Remnants of Old Robberies R 3.30 ©) Sudden Call C/X 0.15 OC Troll Lout C 0.15 
= CL) Swag U 0.70 CO Troll-Chief U/X 0.50 


LC) Ren the Ringwraith X 0.50 


Middle-earth ¢ Against the Shadow 


You willneed [ron Crown Enterprises * Released August 1997 
170 cards in set 
nine-pocket . | ee . 

pages to store ® IDENTIFIER: Faint rune ‘<’ at lower right 


this set. Booster packs contain 15 cards; booster displays contain 36 boosters 





(10 doubled up) 
Card name Rarity Price Card name Rarity Price 
Set (170 cards) 70.00 © Black Horse C3 0.20 CO Dwarven Travelers C3 0.15 
Booster Display Box 61.25 (© Black Numenoreans U2 0.50 = Eagles’ Eyrie U2 0.70 
C) Bow of the Galadhrim U2 0.50 Earcaraxé Roused Ri 8.00 
aha : core CJ Burat (“Bert”) U2 0.70 LI Early Harvest C2 0.15 
C) Cirith Gorgor R2 1.80 CO Edhellond R2 2.00 
CJ A Lie in Your Eyes R2 1.70 (© Come at Need C2 0.15 CO Enchanted Stream C3 0.15 
[) Above the Abyss C3. 0.15 :3 3 CL) Enchantments of 
O) Alatar the Hunter R2 1.40 U Corsairs of Rhin U2 0.50 Surpassing Excellence C3 0.15 
CZ All the Bells Ringing U3 0.50 J Creature of an Older WorldR2 1.30 CO Eye Never Sleeping U3 0.50 
C Alliance of Free Peoples R2 1.80 \ Daelomin Roused RI 650s 
CO Alone and Unadvised C3 0.15 Wi Dancing Spire U2 0.70 CJ Faithless Steward R2 1.80 
C Ancient Black Axe R2 2099 LU Dark Tryst C3 0.15  C) Far Below the Deepest 
0 Angmarim R2 259 LU Driven By a Madness U3 0.50 Delvings U3 0.50 
CO Angmarim Ri 249 © Drughu U3 0.50 CJ Farmer Maggot R1 4.00 
2 CJ Durin’s Folk C3 0.15 CJ Fealty Under Trial C2 0.15 
= aa — ~ oe 0 Dwarven Ring of Thelors Tribe U2 0.50 (1 FEAR! FIRE! FOES! C3 0.15 
airanax Rouse : ; : CJ Framsburi R2 1.80 
C Biter and Beater! C2 0.15 ©] Dwarven Ring of Thrars Tibe U2 0.70 & Full of Froth and Rage C2 0.15 


C= Common Uz=Uncommon R=Rare # = Cards with lower numbers are rarer 


Card name Rarity Price 


CJ) Tros Hesnef 

C) True Fire-Drake 

C Twilight 

(J Two-headed Troll 

CJ Uchel 

C1 Ufthak 

A Ulkaur the Tongueless 


CJ Umbarean Corsairs 
(J Under His Blow 

(J Ungol-Orcs 

CJ Urlurtsu Nurn 

CJ Uruk-hai 

(J Uruk-lieutenant 

CL) Uvatha the Ringwraith 
C) Uvatha Unleashed 

~ Vale of Erech 


CL) Variag Camp 

L) Variags of Khand 
C) Veils Flung Away 
CL) Veils of Shadow 
CJ Voices of Malice 
CL) Waiting Shadow 
() Wake of War 

CJ) Wandering Eldar 
- War-Warg 


CJ War-Wolf 

LJ Wargs 

L] Wargs of the Forochel 
CJ) Watcher in the Water 
CJ We Have Come to Kill 
(] Weariness of the Heart 
C] Webs of Fear and Treachery R 
C) Weigh All Things to a Nicety C 
| Where There’s a Whip R 


(-] While the Yellow Face Sleeps R 
CL) Whip U 
[J White Mountain Wolves R 
C) Wild Trolls 

() Wisdom to Wield 

CL) Woodmen 

CJ] Woodmen-Town 

(J Words of Menace and Deceit 
cl Wose Passage-Hold 


(J Woses of the Eryn Vorn 
C] Wrath of the West 
C) Zarak Dum 


CDiedd- Cl 50' CO. COC) SD: CD 0.63) 0 Co oe Ok OS Oe Ue oes Ge Cl CD EG 6 Co ce 
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0.50 
0.15 
0.15 
3.00 
0.70 
3.00 
3.00 


0.50 
0.15 
0.70 
4.00 
3.00 
3.80 
0.40 
3.50 
0.80 


0.80 
0.80 
0.70 
3.60 
0.15 
3.80 
0.15 
3.50 
0.15 


0.15 
0.15 
3.00 
0.70 
3.30 
0.15 
3.30 
0.15 
3.50 


4.00 
0.70 
3.00 
0.15 
0.70 
0.25 
0.25 
3.00 
0.70 


3.00 
0.70 
0.80 





Card name Rarity Price 
CJ Galadhrim C2 0.15 
= Gandalf the Wanderer R2~ 1.00 
CJ Geann a-Lisch U2 0.70 
CJ Gobel Mirlond U2 0.70 
CJ Goblin Earth-plumb C2 0.15 
C) Gold Hill U2 0.70 


X = Fixed/standard in all decks 





Get checklists for 450 more CCGs just like this in the AE aE vey. It’s available from your game store in March 2003! re os 
‘ 2003 Scrye CCG Checklist & Price Guide! RO @SCRYE OS Or order it direct from (800) 2586-09291 95 3 


Card name Rarity Price 
C} Great Bats C3 0,15 
C] Great Lord of Goblin-gate R2 1.30 
(J Grey Havens R2 1.70 
C] Hail of Darts R2 1.70 
Co Haradrim R2 1.30 
C] Haradrim U2 0.70 
() Helm of Fear U2 0.50 
LJ Himring U2 0.70 
() Hoard Well-searched C2 0.15 
(J Hold Rebuilt and Repaired C2 0.15 
(J Hounds of Sauron R2 1.30 
CL) Irerock U2 0.70 
CJ Iron Shield of Old C2. 0:15 
Isle of the Ulond U2 0.70 
(] Isles of the Dead that Live U2 0.70 
LJ Itangast Roused R1 8.00 
J‘ Ithil-stone Ri 7.00 
C) Jewel of Beleriand C2. 0.15 
CJ Join With That Power G3o 0.15 
CJ Knights of the Prince R2 1.60 
[J Lady of the Golden Wood R2 2.00 
LJ Legendary Stair C2 0.15 
= Leucaruth Roused Ri 9.00 
(J Lord of the Carrock R2 2.00 
C) Lord of the Haven R2 1.30 
CJ Lorien R2 1.80 
(} Master of the House R2 1.60 
CJ Mauhur R2 1.00 
CJ Mionid U2 0.50 
(J Morgul-orcs R2 1.50 
() Mount Slain R2 1.70 
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Sel t (122 caitta) 70.00 
Booster Display Box 61.25 
Booster Pack 2.80 
Card name Rarity Price 
1 
LJ A Merrier World C3 0.20 
LJ A New Ringlord R3 2.50 
L] A Panoply of Wings C3 0.15 
LJ A Strident Spawn U3 0.50 
LJ Alatar C4 0.15 
LJ An Untimely Brood C3 0.20 
LJ Arcane School R3 2.00 
CL Await the Onset R2 3.50 
CL) Bad Company C3 0.20 
2 
CL) Beasts of the Wood C3. 0.15 
LJ Blasting Fire C4 0.15 
CJ Blind to All Else C3 0.20 
C) Blind to the West C4 0.15 
L} Bow of Alatar R2 3.00 
CL Cast from the Order R2 3.50 
(J Chambers in the Royal 
Court U3 0.50 
L} Counterfeit R3 2.00 
CJ Crept Along Cleverly C4 0.15 
3 
CJ) Cruel Claw Perceived R3 1.00 


Get checklists for 450 more CCGs just like this in the 
2003 Serye CCG Checklist & Price Guide! 


Middle-earth ¢ The White Hand 


lron Crown Enterprises ¢ 


122 cards in set 


¢ IDENTIFIER: Faint rune at lower right, looks like upside-down ‘Y’ 
¢ Booster packs contain 12 cards; booster displays contain 36 boosters 


Card name Rarity Price 
- Near to Heara Whisper R2 1.70 
1 
CJ Necklace of Girion R2 2.00 
LJ No Strangers at this Time C3 0.15 
CJ Nuriags U2 0.70 
CJ Nurniag Camp U2 0.70 
CJ Nurniags R1 3.00 
CL) Old Forest U2 0.70 
CL) Old Treasure C2 0.15 
() One Foe to Breeda War R2 1.50 
LJ Orc-mail R2 1.80 
CJ Orcs of Dol Guidur R2 1.30 
CJ Orders from Lugbirz U3 0.50 
~© Our Own Wolves R2 1.50 
CJ Ovir Hollow U2 0.70 
(] Padding Feet R2 1.70 
CL] Pallando the Soul-keeper R2 2.00 
CJ Perchen U2 0.50 
C] Petty-dwarves R2 1.50 
= Petty-dwarves R2 1.40 
C} Pilfer Anything Unwatched U2 0.70 
() Power Against the Shadow C3 0.15 
C] Power Built by Waiting C3 0.15 
() Powers too Dark and Terrible R2 1.30 
() Radagast the Tamer R2 1.70 
CJ Raider-hold U2 0.70 
CJ Records Unread C2 0.15 
(J Regiment of Black Crows C3 0.15 
2 Returned Beyond All Hope C2 0.15 
CL) Rhosgobel R2 1.50 
L] Ride Against the Enemy C3 0.15 


Released November 1997 


Card name Rarity Price 
CL) Deep Mines C3. 0.15 
C] Delver’s Harvest U3 0.50 
CJ Doeth (Durthak) R2 3.00 
LJ Double-dealing C4 0.15 
C) Earth-eater R3 2.00 
LJ Echoes of the Song C4 0.15 
LJ Euog (Ulzog) R2 3.00 
CL) Flotsam and Jetsam R3 1.80 
4 
CJ Fool’s Bane U3 0.50 
C) Fortress of the Towers U3 0.50 
C) Foul Tooth Unsheathed C3 0.20 
(J Friend of Secret Things U3 0.50 
CL) Gandalf C4 0.15 
C) Gandalf’s Friend U3 0.50 
(J Gatherer of Loyalties C3 0.20 
CJ Girdle of Radagast R2 4.00 
CL) Give Welcome to the 
Unexpected R2 2.50 
5 
CL] Glove of Radagast R2 3.00 
L] Gnawed Ways R3 2.00 
C] Goblin-faces R3 2.00 
CL) Govern the Storms R3 2.00 
L) Great Patron C3 0.20 
C) Great Ruse U3 0.50 
(] Greater Half-orcs R3 2.00 
CL] Grey Embassy U3 0.50 
() Guarded Haven U3 0.50 
6 
CL] Half-orcs U3 0.50 
() Heart Grown Cold U3 0.50 
CL) Hidden Haven C4 0.15 
(J Huntsman’s Garb U3 0.50 
LJ Ill-favoured Fellow C3 0.20 
CL] In the Grip of Ambition C3 0.20 
C] Inner Rot R3 2.00 
CJ Ire of the East C4 0.15 
CJ Isengard C3 0.15 


Card name Rarity Price 
-C Riven Gate R2 1.80 
LJ Rivendell R2 1.50 
LJ Sack Over the Head U3 0.50 
CL] Safe fromthe Shadow C2 0.15 
C] Saruman the Wise R2 1.80 
LJ Secret Book C2 0.15 
- Short Legs are Slow U3 0.50 
CJ Slip Treacherously C3 0.15 
CL] Spies Feared R2 1.70 
LJ Steeds R2 1.50 
CL) Steward’s Guard C2- 0715 
CJ Stout Men of Gondor C3 0.15 
(J Summons from Long Sleep C2 0.15 
CJ The Ash Mountain Deeps C2 0.15 
CJ) The Balrog R2 2.10 
= The Dark Power U3 0.50 
1 
LJ The Gem-deeps R2 1.70 
C] The Great Eye R2 1.70 
CJ The Iron-deeps U2 0.70 
LJ The Misty Mountain Deeps C2 0.15 
() The Mountains of 
Shadow Deeps C2 0.15 
LJ The Pukel-deeps R2 2.00 
CL) The Sulfur-deeps U2 0.70 
CL) The Sun Unveiled C3 0.15 
— The Tormented Earth U3 0.50 
CL) The Undeeps of Anduin (C2 0.15 
L) The Under-courts U2 0.70 
(J The Under-galleries U2 0.70 
CJ The Under-gates U2 0.70 
L] The Under-grottos U2 0.70 


Card name Rarity Price 

7 
LJ Join the Hunt U3 0.50 
LI] Keys of Orthanc R2 3.00 
CJ Keys to the White Towers R2 3.00 
C] Legacy of Smiths C3 0.20 
CL) Liquid Fire R3 2.00 
CJ Longing for the West U3 0.50 
CJ Lugdush U3 0.50 
CJ Man of Skill U3 0.50 
_ Many-coloured Robes U3 0.50 
LJ Mask Torn R3 2.00 
(] Master of Shapes U3 0.50 
CJ) Mechanical Bow C4 0.15 
CL} Mischief ina Mean Way R3 2.00 - 
C] Nature’s Revenge R3 2.00 - 
L] Never Refuse U3 0.50 
L] Noble Steed C4 0.15 
CJ Opentothe Summons U3 _ 0.50 
CL] Oromé’s Warders R2 3.00 
9 
CJ Pallando C4 0.15 
LJ Pallando’s Apprentice U3 0.50 
LJ Pallando’s Hood U3 0.50 
CJ Piercing All Shadows U3 0.50 
LJ Plotting Ruin C3 0.20 
CJ Pocketed Robes U3 0.50 
LJ Poison of his Voice U3 0.50 
() Power Relinquished to 

Artifice R3 2.00 
LJ Promptings of Wisdom U3 0.50 
10 
(J Prophet of Doom R2 3.50 
L] Radagast C4 0.15 
C] Radagast’s Black Bird U3 0.50 
(J Rhosgobel C3. 0.15 
OO Ring of Fire R2 3.50 
CL] Rolled down to the Sea R2 3.50 
C) Saruman C4 0.15 


Card name Rarity Price 

L] The Under-leas U2 0.70 

LJ The Under-roads C2 0.15 

- ( The Under-vaults U2 0.70 
- LJ The White Mountains 

e Cavern-ways C2 0.15 

LJ The Worthy Hills U2 0.70 

- () Thong of Fire R2 1.60 

CJ Thrall-ring R2 1.30 

- Thror’s Map U2 0.50 

L] Tokens to Show C2 0.15 

C) Tolfalas U2 0.70 

- LJ Tower Raided R2 1.70 

- LJ Treason the Greatest Foe R2 1.50 

~ Tribute Garnered C2 0.15 

-O Trolls from the Mountains C2 0.15 

LJ Troth-ring R2 1.30 

(J Trouble on All Borders C2 0.15 

- CJ Tuma (“Tom”) U2 0.50 

- CJ Turning Hope into Despair C3 0.15 

CJ Unhappy Blows R2 1.60 

- LJ Use Your Legs R2 1.70 

-C) Usriev of Treachery C3 0.15 

- Wain-easterlings U2 0.50 

- LJ Wain-easterlings U2 0.50 

L) Weathertop U2 0.70 

-(C Well-preserved U3 0.50 

CJ Wellinghall U2 0.70 

CJ Will Shaken R2 1.40 

- (0 World Gnawed by the Nameless R2 1.50 

- (J Woses of the Eryn Vorn U2 0.50 

CJ Wuluag (“William”) U2 0.50 
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Card name Rarity Price 
CL] Saruman’s Machinery R3 2.00 
- LJ Saruman’s Ring R2 3.50 
11 
L) Shameful Deeds U3 0.50 
LJ Shifter of Hues R3 2.00 
LJ Sly Southerner C3 0.15 
CJ Sojourn in Shadows R3 2.00 
LJ Something Else at Work R3 2.00 
L] Spells Born of Discord U3 0.50 
~ CJ Squint-eyed Brute C3 0.15 
C) Squire of the Hunt U3 0.50 
L] Stave of Pallando R2 3.00 
12 
LJ] The Black Council R3 2.00 
L] The Fiery Blade R3 2.00 
LJ The Forge-master U3 0.50 
LJ The Fortress of Isen U3 0.50 
LJ The Great Hunt R2 4.00 
LJ) The Grey Hat U3 0.50 
LJ The White Council R3 2.00 
(J The White Hand R2 4.00 
(J The White Towers C4 0.15 
13 
CJ The White Wizard R2 3.60 
L] Thrall of the Voice C4 0.15 
LJ Truths of Doom U3 0.50 
LJ Uglek Ba 42.08 
LJ] Vile Fumes U4 0.25 
CL] War-forges U3 0.50 
L] White Light Broken U3 0.50 
LJ Whole Villages Roused R3 2.00 
= Wild Horses R3 2.00 
O Wild Hounds U3 0.50 
LJ Will You Not Come Down? U3 0.50 
L] Winged Change-master R3 2.00 
L] Wizard’s Myrmidon C3 0.20 
CL) Wizard’s Trove R3 2.00 


The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 
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IS THE INDUSTRY LEADER IN HARD TO FIND CARD GAMES 
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~The battle for Middle- earth continues! 
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Purchase your copy today! 
Relive the battles and adventures of 
The Two Towers with The Lord of the 
Rings tabletop strategy game for two or 
more players. In this box, you’ll find a OF Tete 
rules manual and 32 highly detailed plastic RUINS 
miniatures - the ideal way to start your 

E OQ TOWERS 
collection. Plus, Games Workshop has a THE T WOMTOWER: 


whole line of Citadel Miniatures to support 
your adventures in Middle-earth! 


For more information, point your browser to: 
www.games-workshop.com/lotr 


For customer information, please call | (f a a a ‘¢ 
Games Workshop Mail Order at: Tg HEMWORH "oie (00 IF iw i) Tess, 
1-800-394-GAME 





Visit: www.lordoftherings.net 


a America Online Keyword: 
Jndne- Lord of the Rings NEW LINE CINEMA 
An AOL Time Warner Company 


© 2002 New Line Productions, Inc. The Lord of The Rings and the characters, names and places therein, TM The Saul Zaentz Company d/b/a Tolkien Enterprises under license to New Line Productions, inc. 
All Rights Reserved. All words and images © Copyright Games Workshop Ltd. 2002. All rights reserved. 


















“REE Lord of the Rings 11-card The Two Towers booster pack 
Lord of the Rings Fan Club temporary tattoo 
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TRADING CARD GAME 
THE TWO TOWERS PLUS 
CHANGES THE GAME ¢ A scenario for The Lord of the Rings | 
e Complete Player's Guide & Checklist role-playing game “ 
e Strategy and deck-building tips ° Price Guide to the Middle-Earth CCG 
e Complete Fellowship Block Player's © The Lord of the Rings videogames, 
Guide & Price Guide miniatures, games, boardgames 
e Play the trading-card game online! rN tow (0) 71 a 





